
THE HIGHLY COMICAL 
APPLE MacINTOSH... 


ifrnxKw 


fiiMM 

4w 




STICKS MAY BREAK..> 
Controller Review p.34 

SABRE WULF MAP! 

All 256 locations laid bare 

Plus Amstrad Review/ 
Letterbase/Dorkslayer 
Arcade Punch-out 













f ||^ The 48K program features a 
9K number of major advances over 
Jet Set Willy. The games designer, 
Elite, stresses that each of the 
► games 60 plus screen settings is 

genuinely high resolution, as opposed to 
psuedo hi-res, and doesn’t require a title to explain what 
you're looking at. Furthermore, the sprite characters are 
of cartoon quality and exhibit their own personalities, 
impressive claims. Jet Set Willy fans will no doubt feel both 
sceptical and intrigued. 


‘Kokotoni Wilf is an arcade adven- It 

ture whose undisguised intention ^ r 

is to steal the title of "best arcade 
adventure program bar none" from 
Jet Set Willy’. M 

As Kokotoni Wilf you must 
recover all the pieces of the legendary 
Dragon Amulet (which has been scattered throughout time) for 
your master the great magician, Ulrich. 

Throughout the quest Wilf comes up against many dangers 
from huge lumbering prehistoric dinosaurs, to hostile alien 
robots, but the reward for recovering all the pieces warrants 
the risk. 


Watch this space! 


48K Spectrum and Commodore 64 
available Sat. 15th September. 
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You may have noticed that we re a bit late this month. Our apologies. The 
reason was a reappearance of that perennial Bug in The Great British Oper- 
fu in m?^ S ^ em an industrial Dispute. This caused a wholesale crash within 
the IPC mega-network, and affected hundreds of magazines, not just BIG K 
However, by dint of late nights and unbelievable amounts of tepid coffee we 
got it together — our largest issue yet. 

If you find a bug or two . . don't call us. We already know about it 

We've also cleaned up (by popular demand) our Reviews Ratinqs system 
(see page 18-30). We hope you'll approve. 

This month's Cover Story concerns the long-predicted disaster that's over- 
taken two archetypal computer/games companies — one American, one 
British (see page 43). In America some pessimists are saying It's All Over. We 
don't think so — though it is clear that we're going through the end of the 
F| rst (or is it Second?) Age of Personal Computing. On reflection, it was 
probably necessary to shake out some of the old assumptions, so that the 
survivors can clean up their acts. 

A great example of what lies just around the corner can be found on page 
90. In our view, this — and not just more games — holds a clue or two to the 
computer future. May it arrive sooner rather than later — and, one hones 
without any more tragedies and disasters. ' 
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hows the ABM under¬ 
final evaluation at a 
cret Acorn 'safe house' 
where in England. 


massive disc drives, one on 
each corner of the unit. 
Obviously compatible with 
no other system currently on 

these drfv'es can only* be 
guessed at. Speculation sur¬ 
rounds the ABM's rearward 
configuratioriwhich some 
have said must be a massive 
heat sink, or more omi 

■ a possible dreaded 
-type dongle which 
done away with at a 
later date. The ABM operator 

area built into the centre ol 


ON-LINE 


Auntie/Acorn Love 

Affair Smoulders On 


THE BBC has renewed its contract 
with Acorn Computers. This puts 
an end to speculation that Auntie 
Beeb might make a new partner of 
Uncle Clive, or even (long shot) 
Cousin Commodore. The BBC 
micro, as we know it, stays for 
another four years. 

The Corporation also has plans for 
a new TV computer series, as well 


Subtitle*Lp4ofy 0 » r 
fl reonp«9 e “p e itrui« 


TURNED ON by Teletext? No? Pity. 
Because if you were—and if you also 
happened to be a Spectrum owner—joy 
could be yours mucho pronto since OEL 
have now produced a Teletext adaptor for 
the Little Black Box From Cambridge. 

Priced at a cool £145, the TTX2000 
plus all vital bits is available from OEL Ltd., 
North Point, Gilwilly Estate, Penrith, 
Cumbria. CA119BN. 

Credibility Note: OEL are also the 
designers of the award-winning 
Prism VTX5000 modem. 


as new books and software. 
Although Commodore have been 
selling hardware like hotcakes in 
schools, of late, they've still a long 
way to go to catch up with the 
mighty Beeb, which claimed 
three-quarters of the total 
computers bought by schools last 
year. 

Nice to have friends in high places. 


BUG-BYTESIGN 
ROBOT HAM 

VETERAN SCOUSE software 
house Bug-Byte have 
successfully negotiated a deal 
to produce computer games 
based on TV's 'Automan' 
series. Currently being 
storyboarded, the first game 
in the series will be in the 
shops (Spectrum 48, CBM 64) 
early next month. 

NB: Although a successful 
show in the UK, 'Automan' 
has reportedly bombed out 
badly in its country of origin, 
the United States. 
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Don't cry for K-Tel, it won't be seen on software 
any more. But look out for Frontrunner, the 
new name for all K-Tel games. The first two 
titles under the new banner will be Storm War¬ 
rior, a 12-screen arcade-adventure, and Space 
Professor, an educational game, both for the 
CBM 64. 


ENTERPRISE 

BOOST 

THE LONG-awaited 
Enterprise micro, now due 
for release next month, has 
had its market chances 
greatly enhanced by the 
news that the mighty Prism 
company are to distribute 
the machine in the UK. 

Prism currently distribute 
20% of all small computers 
sold in the UK. 


GRANADA'S MICRO MOVE 


GARBAGE 


WHEN NEXT renting a TV or video from Granada check out their range 
of home computers. Yup, the high street rental giant is moving micros 
into over 100 of their 450 stores as part of an "... Important and 
significant step in the company's development strategy." 


The Count. Ov possibly some other dork. 


DATELINE LIVERPOOL, 
and stirring scenes as mobs 
of enraged creditors fight in 
the street outside Guess 
Who's former offices, collid¬ 
ing with each other and with 
bailiffs removing the flash 
furniture. Seems there’s no 
decent wine left in city centre 
stores, since Guess Who had 
imbibed most of the choicer 
vintages in the last six 
months, leaving said stores 
with Nicolas Rough Red as 
the top end of their wares 
. . . Also despondent: Wir- 
ral niterie Atmospheres (who 
wanted Guess Who to buy 
them out six months ago), 


Initially the micros (Spectrum, BBC, 
Electron, Commodore 64 and Vic 20) will 
be offered for sale only, although a com¬ 
pany spokesman didn't rule out the pos¬ 
sibility of a rental scheme, . . If the 
situation arises." That sort of move could 
lead to a massive boom in home com¬ 


puter usage in Britain, already a market 
valued at around £400m in 1984. 

Granada is backing up the micros with 
a wide range of software (games and edu¬ 
cational) and peripherals with more being 
introduced all the time. 


COUNT 
ON IT! 

FED UP with continually being 
dumped back at the Starting Gate 
every time you lose a life in a 
computer game? Then relief is on 
the way, in the form of Hercules, a 
new 50-screen epic from a new 
programmer, a dude who handles 
himself The Count of Mantissa. On 
losing a life in Hercules, a random 
access routine is invoked whereby 
you are plunged into any one of the 
50 sheets in the game. 

This satisfying new lick comes to 
you courtesy of a new company 
Interdisc, financed by Island Records 
whose avowed aim it is to go for 
quality not quantity. Nice to hear of 
new companies still starting up. 

Q 


































ON-LINE 



Fill in the speech bubbles with appropriately 
pungent (not to mention plangent) comments 
and send it to BIG K (Robot), 1038, IPC 
Magazines, Kings Reach, Stamford Street, 
London WC2 9LS . . . the winner will receive a 
super-fantastic prize from the BIG K MYSTERY 
SOFTWARE HOARD, so be sure to include 
details of any computer(s) you own .. . 




Join 1000 other players in Starnet, the new participation Galactic 
strategy game currently running on Micronet. Over 340 maps and 
3000 stars, each with its own special function, give players a lot of 

room to move. Game object is to become Emperor and hold on to m 

the title. A prize worth £150 goes to the 
despot who captures the Throne. vIKmEt* 


...GARBAGE OUT 


sadly missing the £1,000 
Guess Who were wont to 
blow in a single merry eve¬ 
ning . . . And on a final note, 
by eerie coincidence it seems 
that Atari were on the point 
of bailing Guess Who out — 
until the arrival of Jack 
Schlemiel , who nixed the 
takeover. Result: Atari went 
under and so did Guess Who 
. . . yes, it’s an interlinked 
old world sure enough . . . 

And now for something 
completely. . . similar. After 
the universe-shattering suc¬ 
cess of War of the Worlds by 
Jeff Wayne (“Who he?” asks 
reader H.G.W. of Tooting), 


famed East End software 
house CRL have now 
acquired the rights to The 
Magic Roundabout ; rumours 
to the effect that Richard 
Taylor will star as Dougal and 
Clem Chambers as Zebedee 
remain uncomfirmed . . . 

Waves of reaction: in The 
Times (you’ve heard of that) 
letters now appearing claim¬ 
ing that computers in schools 
are a menace: depersonalis¬ 
ing, dehumanising and 
removing the vital “inter¬ 
personal relationship”. Also 
from the popular press: 
mounting flak about the 
American game Mission to 


by the Shadow 

Moscow . “It encourages 
war”, say writers to The 
Standard and other popular 
evening broadsheets. Sure it 
does; just as maze games 
enforce visits to Hampton 
Court, Kong games are anti¬ 
anthropoid, PacMan games 
encourage “kids” to raid 
medicine cabinets in search 
of power pills, and adven¬ 
tures pressure users thereof 
to don antique armour and 
leap about with swords 
beheading dumbo corre¬ 
spondents to silly national 
newspapers . . . You really 
must forgive The Shadow: 
he’s had a bad month . . . 


SORD 
OF 
HONOUR 

THE INTERESTING but 
largely overlooked CGL 
(Sord) M5 computer 
gets a boost this 
month with the release 
of eight new games for 
the machine. They are: 

Bomber Run; Devil 
Bird; Intrique; Slots; 

Stranded; Wheels, 
and two Triple Packs: 
Simon, Granny and 
Spiders; and Squash, 
Lander and Raiders. 
All the single games 
are priced at £5.95, 
while the triple packs 
sell at £12.95 apiece. 
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Group Ltd. 


30 Roseacre Gardens - Chilworth - Guildford - Surrey GU4 8RQ 


Tel: Guildford 67799 


M Coder II 

9.95 

7.45 

Please ask about CBM 64 disk soft¬ 

Learn Basic 

12.95 

10.45 

ware. 

Tasword II 

13.90 

10.90 


Full Throttle 

6.95 

5.45 

BBC MODEL B 

Code Name Mat 

6.95 

5.45 

RRP Our 


PROBABLYTHE LARGEST RANGE OF DISCOUNT SOFTWARE CURRENTLY 
AVAILABLE — WITH THE LARGEST DISCOUNTS YOU’LL FIND 


SINCLAIR SPECTRUM 

RRP Our 
Price 

Sabre Wulf 9.95 7.45 

Stop the Express 7.95 5.95 

Psytron 7.95 5.95 

Lords Midnight 9.95 7.45 

Fighter Pilot 7.95 5.95 

Night Gunner 6.95 5.45 

Mugsy 6.95 5.45 

TLL 5.95 4.45 

Trashman 5.95 4.45 

Antics 6.95 5.45 

Cavern Fighter 5.95 4.45 

Jack & Beanstalk 5.95 4.45 

Ad Astra 5.95 4.45 

Kosmic Kanga 5.95 4.45 

Manic Miner 5.95 4.45 

Jet Set Willy 5.95 4.45 

Fred 6.95 5.45 

Snowman 6.95 5.45 

Bugaboo 6.96 5.45 

Dragonsbane 6.96 5.45 

Beaky & The Eggsnatchers 5.50 4.00 

Pyramid 5.50 4.50 

Doomsday Castle 6.50 5.00 

Automania 6.95 5.45 

Cavelon 6.90 5.40 

Hunchback 6.90 5.40 

Football Manager 6.95 5.45 

Blade Alley 5.95 4.45 

Les Flics 6.95 5.45 

Blue Thunder 5.^5 4.45 

War of the Worlds 5.^5 4.45 

World Cup 6.95 5.45 

Hurg 14.94 11.95 

Skull 6.95\ 5.45 


COMMODORE 64 

RRP Our 
Price 

Valhalla 64 14.95 11.95 

Revenge Camels 7.50 5.50 

Beach Head 9.95 7.45 

Killerwatt 7.95 5.95 

Blagger 7.95 5.95 

Son Blagger 7.95 5.95 

Space Pilot 7.95 5.95 

737 Flight Path 7.95 5.95 

Superpipeline 6.90 5.40 

Gyropod 6.90 5.40 

Sheep in Space 7.50 5.50 

Loco 7.95 5.95 

Star Trooper 6.95 5.45 

Encounter 8.95 6.95 

Solo Flight 14.95 11.95 

Aztec Challenge 8.95 6.95 

Hunchback 6.90 5.40 

Chinese Juggler 6.90 5.45 

China Miner 7.00 5.00 

Olympic Skier 5.99 4.49 

Cavelon 6.90 5.40 

Heroes of Karn 7.00 5.00 

Tales Arabian Nights 7.00 5.00 

Twin Kingdom 9.50 7.00 

Decathlon 9.95 7.45 

Evil Dead 6.99 5.49 

Manic Miner 7.95 5.95 


Price 

Fortress 8.95 6.95 

Spitfire 8.95 6.95 

Football Manager 7.95 5.95 

Overdrive 7.95 5.95 

Aviator 14.95 11.95 

Blagger 7.95 5.95 

Eagles Wing 7.95 5.95 

Planetoids 9.95 7.45 

Twin Kingdom 9.50 7.00 

Cashbook 59.95 41.95 

Chuckie Egg 7.90 5.90 

ELECTRON 

Guardian 7.95 5.95 

Hulk 7.95 5.95 

Arcadians 9.20 7.20 

VIC-20 

Flight path 737 7.95 5.95 

Jet Pac 5.50 4.40 

ATARI 

Zaxxon 14.95 11.95 

Rally Speedway 29.95 23.95 

Curse Crowley 9.95 7.45 

ORIC - ATMOS 

MARC 6.95 5.45 

Hobbit 14.95 11.95 


All tapes are guaranteed originals. Shown here is just a small part of our stock, if you require a price list please ring the above 
number. 


Name .. 
Address 


rv£, 


Tel No. 


Tapes required 

25pP&P 
Total Amount: ., 


If you would prefer not to cut up your magazine then write the required details on a piece of paper. 
Please make all cheques payable to: MLS Group Ltd. 

Please ring if you have not received your order within ten days of posting it. 





























Three more challenges 

fromROMIK 





More great games 
for the BBC and 
Acorn Electron. 

All keyboard or 
joystick compatible. 

Just three from a range 
of over 70 games for 
11 computers. 

Available from selected branches 
of: Boots, Dixons, John Menzies, 

W. H. Smith, and all good 
computer stores. 


Romik Limited, 272 Argyll Avenue, Slough SL14HE 


_ 


















HOW TO MAKE A 
RED DEVIL SEE RED 

with accurate control from Suncom 


Compatible with 

Atari CX2600 Game System* 

Atari Personal Computer Systems* 
Commodore 64 & Vic 20 Computers* 
and most other Home Computers 
with suitable adaptor. 

‘These are the registered Trade Marks of the individual companies 
concerned. 


Beating the game requires positive 
response and fast accurate control. 

That’s why beating the game requires 
Suncom from Consumer Electronics. 

A range of 3 quality joysticks all with 
arcade-style features plus Joy Sensor, 
the ultimate, with precision, touch- 
sensitive control. 

No stick to move, no resistance to 
movement. 

Together with a range of C.E.L. 
Adaptor leads, they’re compatible to a 
wide range of machines. 

Check them out at your dealer- 
they’re sure fire winners. 

For details of your nearest stockist 
contact-Consumer Electronics Limited, 
Failsworth, Manchester M35 OHS. 

Tel: 061-682 2339. 


=Suncom 

from Consumer Electronics. 

Range available from most branches of John Lewis Partnership, 
Spectrum and most good computer shops. 

Slik Stik is available from all branches of Argos and selected 
Woolworth stores. 










ON-LINE 


U.K. UNDER ATTACK 

"OVER-RATED, OVER-PRICED AND OVER HERE'? 



UNIQUE TWIN-PRONG ATTACK 
THREATENS BRIT. MICRO INDUSTRY 


AMERICAN-ORIGINATED software is headed 
for British shores in ever-increasing num¬ 
bers. U.K. companies are springing up specif- 
ically to bring overtop-selling American games 
and, in some cases, convert them to British 
micros. 

Probably the most well-known of these 
companies to date is U.S. Gold, who scored a 
No. 1 chart hit recently with Bedch Head for 
the CBM 64. In existence only since April, U.S. 
Gold told BIG K that they had deals signed 
with many of the major Stateside software 
houses and planned to release 27 titles before 
Christmas. These include Datasoft's The Dal¬ 
las Quest and Synapse's Zaxxon —the 'offi¬ 
cial' CBM 64 version. Prices tend to be on the 
heavy side (not unknown where U.S. soft¬ 
ware is concerned—the Americans are used 


to paying around £30 for a game) at £14.95 
per cassette. U.S. Gold believe that people 
won't mind paying such high prices for qual¬ 
ity games. 

Newcomer Statesoft was, naturally, born 
on the 4th of July this year and enjoys the 
backing of the large Spectrum (no relation) 
group of retail outlets. It has the rights to 
handle First Star releases for 
the good ol'64 and the first 
two, Astro Chaseand Flip'll' 

Flop, should be out by now. 

A second pair, Boulder Dash 
and Bristles, are due out next 
month. Pricing wasn't con¬ 
firmed when we talked to 
Statesoft but £8.95 for cas¬ 
settes and £11.00 for discs 


MOGUL SOFTWARE 

is claiming a unique "first" — in blagging the 
home computer rights to a major new US 
arcade game... before the latter has even 
hit the arcades! 

The game? Zeta 7, a rotating shoot-'em-up 
in the grand tradition, written by US 
programmer Mike Wacker. By the time you 
read this Mogul's version for CBM 64 
(cassette, with disc to follow) should be in 
the shops for a mere £7.95. 


were given as ballpark figures. Statesoft have 
the rights for translating all First Star titles to 
the ZX Spectrum but will probably be licen¬ 
sing these to another software house. 

Cheetahsoft, with two Spectrum titles 
already out, has announced that it has aquired 
the rights to market Imagic games in Britain. 
Moonsweeper and Dragonfire will form the 
first wave of Imagic/Cheetahsoft releases for 
the Spectrum, in cassette form at £7.95 each. 
Other machines may be targeted at a later 
date. 

Meanwhile, from the Land of the Rising Sun 
the mighty MSX machines surge like a tidal 
wave of Datsuns toward our tiny isle. Among 
them familiar names like Sony, Hitachi, Sanyo, 
Toshiba, National, Yamaha and others. All have 


one thing in common — MSX, the Microsoft- 
backed language that does away with incom¬ 
patibility between microcomputers. 

The roster of those who are planning MSX 
games looks like a who's who of the U.K. 
software industry: Quicksilva, Virgin Games, 
Artie, PSS, Bug-Byte, Silversoft, CDS, Ocean, 
Psion, Mastertronic, Mr Micro, Llamasoft, 
Salamnder, Audiogenic and Kuma. Over 40 
companies in all are interested so far. 

Despite scepticism in some parts about the 
impact MSX will have on the U.K. scene the 
Japanese companies have a lot of money 
(around £50m) and a lot of patience to get. 
their product established. "We're not looking 
so much at Christmas 1984," one spokesman 
told BIG K, "but at Christmas 1985 and 1986." 


64 MARCHES ON 


ACTIVISION, THE giant 
American indie software 
house, have now added the 
world's best-selling micro¬ 
computer — the Commodore 
64 — to their list of target 
machines. 

First games on CBM cas¬ 
settes are: Beamrider; 
Decathlon; River Raid; Pitfall; 
Pitfall II; H.E.R.O.; Zenji, and 


Toy Bizarre. All but the last 
two are conversions 

The American company has 
also successfully sued Cor¬ 
nish outfit Microdeal, claim¬ 
ing that the latter's Cuthbert 
In The Jungle is a rip-off of 
Pitfall. Microdeal have given 
a High Court undertaking to 
shelve the Cuthbert game 
permanently. 



































“HI swap four of my (apes 
for your Activision!’ 



You know the feeling. A couple of plays and 
the best you can hope for from so much of the 
software around, is swapping it for something better. 
Well, the something better has arrived. 
Activision. 


One thing you can be sure of. Buy any 
Activision software and you'll find you're walking slap, 
bang into a totally new experience. One that lasts. 

See the first titles in your usual software 
store now. 


BEAMRIDER • DECATHLON ■ H.E.R.0 • PITFALL ■ PITFALL II 
RIVER RAID ■ TOY BIZARRE ■ ZENJI 



Your computer was made for us. 















NEWS 


On-screen graphics dis¬ 
play three playing cards, face 
down. The computer 'tells' 
one to Find the Lady (The 
Queen). Cherchez la Femme 
— geddit? The old three-card 
trick. 

One points a trembling digit 
at an appropriate key. Wrong! 
Every time! Hambly reverses 
the trick. This time one shuf¬ 
fles three real cards and lays 
them down to match — but 
not be visible to — the screen 
"cards". One instructs the 
patient micro to Find The 
Lady, dammit. One of the 
screen cards turns to show 
the Queen. One flips the cor¬ 
responding real card 
and . . . the bitch is there! 
Every, but every, time. 

David Hambly's speciality 
is 'close-up' magic. That 


micros suit his no-nonsense 
style of magic. Producing 
rabbits became frankly, old 
hat, (watch it — Ed.) and 
escapology just tied him 
down (you're fired — Ed.) 

if you're (un)lucky you 
might come across the man 
and his micro performing 
near you one day. Run! No, 
check it out. David Hambly 
also likes to behead select 
audience members on stage. 
Well, who doesn't these 
days'? ("It's great fun, you can 
play football afterwards!"). 
Failing that; if you own a ZX 
81, you too can shrivel your 
friends into a humiliated 
pulp! David's simple booklet 
will teach you how to turn a 
micro-heist or two with cards 
and ESP. You'll need to spend 
some time practising, as — 
and here's the rub — ALL IS 
NOT AS IT SEEMS! 

Meanwhile — I know 


AND NOW, 

FOR MY NEXT PROG 


DAVID HAMBLY, member of 
the Magic Circle and micro¬ 
brat, has fused the two strings 
on his bow together to 
become nuncio to what may 
well prove to be a dread new 
breed — Computer Magician. 


means that you can scrutin¬ 
ise his hands with a magni¬ 
fying glass and still not suss 
how he makes you look a 
mug. (Well tell you one day, 
Nicky — Ed.) 

Hambly confides that 


something you don't know. 
Yes, how it's done. And I can 
be bought. 

NICKY XIKLUNA 
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COMPUTER MAGIC 
with the ZX 81 costs 
£2.00, and is available 
directly from: 

DAVID HAMBLY 
25 Knight's Way, 
Hainhault, Ilford, 
Essex 1G6 2RS. 


Lousy French joke 
"Knock, knock!" 

— '"Oo's there?" 

— "Hugo." 

— "Hugo qui?" 
—Hugo buy an 
Oric ... Moi, I'll 
save up for one of 
zoselBMs." 




















NEWS 

feature 


in all this for the well-sea- 

over? h3Cker t0 ' iCk hiS chops 
Siirely it is only right and 
fitting that alien dudes 
whenever they should 
appear, ought to debut via 
the good offices of some dil¬ 
igent midnight intersat 

I r. aC -, k S r Hacker Sat! Hackel- 
* “te? Hacknik? 

Back to the real world - pri¬ 
vate business has stormed 
ahead of nationalised data¬ 
base networks. Meanwhile, 

T. carries on implementing 
its mysterious 'System X' — 
changing over exchanges 
from analogue to digital. 
Today, your call to the States 
has a 50% chance of going by 
satellite. ' 

What next? You can buy 
your own dish right now from 
about £5.000 upwards 
(installed). Or you can buy a 1 

chunk of Satstream direct for I 

a "l e . r ® £50k P er annum and 1 
rent bits to your pals. Failing ft 
that you'll just have to wait I 

for Andy Green's upcoming I 

monster epic, 'Build a 1 

c ""-1 


access to satellite aepe..u»~ 
who leases out a slice of the 

action from BT. 

Indeed, software trans¬ 
mission has already_ 
proposed by some candi 
dates along the lines of soft¬ 
ware transmission by cable 

along the West Coast. 

The technology exists. 
Every rooftop can be 


route comes SATSTREAM. 
It II comprise a massive 
amenity, mainly, for the mul¬ 
tinationals, extending big 
business satellite links across 
North America. Britain's 
already set-up to catch this 
stuff with mammoth receiv¬ 
ing dishes (up to 32 metres 
diameter) at Goonhilly Down 
and Madley. 

Even as I monologue away, 
the world's store of 1,000 or 
so satellites are twinkling 
above me. VCS machines in 
Space. 

Most are controlled by 
INTELSAT, representing 108 
countries. INTELSAT'dishes' 
out satellites to official sig- ! 
natories — that's British j 
Telecom and Mercury so far ! 
in the UK. 

So exactly when and how 
micro/modem users aain 
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CTRL 


A VITAL PIECE OF SOFTWARE 
FOR ATARL4QH0WNERS. 


A RUBBER KEYBOARD. 


The flat keyboard of the Atari 400 
isn’t very satisfactory to use. 

It simply doesn’t put you in touch 
with the computer in the same way as 
a push button one. 

Our keyboard fits snugly over your 
present Atari 400 keyboard and does 
exactly the same job. 

Only it does it better. 

It makes programming and game 
playing so much easier because you 

Filesixty Ltd., 25 Chippenham 


know instantly which keys you’ve 
depressed. 

And by raising the keys it raises 
the standard of your machine. 

To set it up all you have to do is to 
peel off the adhesive backing and stick 
it on top of your existing keyboard. 

And we’re sticking a price on it of 
only £19.95. 

So, whichever way you look at it, it’s 
a keyboard that really stands out. 


Mews, London W9 2AN, England. Tel: 01-289 3059. 


Please send_(qty) Keyboards at £19.95 each (including VAT and P&P). 

Enclosed is my cheque/PO made payable to Filesixty Ltd. Please charge my Access 



Account _ 

Name_ 

Address 

Telephone 


_ LJ_I Total £ 

Expiry date 


Signature 


□ 


MB 



Post to: Filesixty Ltd., 25 Chippenham Mews, London W9 2AN,England.Tel: 01-289 3059. 

Trade enquiries welcome. 
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CAN YOU BEAT OUR 

GREAT GAMES 

We've got the biggest (and best) selection of games 
for the Commodore 64. We think they're unbeatable 


/CL STREETS OF 
WI LONDON 

Sl’PERSOFT 


MORE THAN GAMES... 

Our FREE catalogue lists dozens of programs 
for your Commodore 64 to help you run your business 
write programs, or just enjoy yourself. We've been producing 
top quality software . . . .. . „ ^ __ _ 

since 1978. So if you want QTTPIt HQrillT <R> 

the best, just remember our name. . .|3U J. iiltlJV/F JL \/ 

SUPERSOFT, Winchester House, Canning Road, Wealdstone, 
Harrow, Middlesex, HA3 7SJ Telephone: 01-861 1166 











































































NEW 

TURBO 64 
GAMES 


m 




Aggro at closing time at the local. Getaway car 
screeches to a halt outside a bank. Ingenious 
methods employed by the Mafia to literally 
spirit away the lootfrom the High Street. Never 
fear - P C. Fuzz is on patrol. 

COMMODORE 64 


\lso available on 
)isk at £9.95 


An action ^ \ aMHpacked 3D scrolling arcade 

thriller by the^w^MS author of Space Pilot. 

- COMMODORE 64 £7.95 

RADE ENQUIRIES. ANIROG SOFTWARE LTD. 29 WEST HILL D A RTF <)R ^ _ K E JJT , ( °y ^ S 6 083 
1AIL ORDER: 8 HIGH STREET HORLEY SURREY 24 HOUR CREDIT CARD SALES HORLEY (02934) 6083 

AYMENT BY CHEQUE P.O. ACCESS/VISA 50p POSTAGE & PACKAGING 

































ftVftll ABIF FAR 

ZX SPECTRUM 48K 

TO BF CREATED FOR 

COMMODORE 64 
0RICI.48K ATMOS 
BBC MODELB 
ELECTRON 
AND OTHERS 
£795 


F ollowing in the tradition of superb 
adaptations of the H. G. Wells 
classic: GRL in association with ORP 
proudly presents to the world of home 
computing the strategic arcade 
adventure ‘The War of The Worlds’. 
Based on Jeff Wayne’s internationally 
successful double album. 


PRODUCED BY CRL 










THE DREAM MAKERS 


Jeff Wayne’s version of the ‘The War of The Worlds’ copyright Ollie Record Production. New York, 1984 


CRL House, 9 Kings Yard, Carpenters Road, London E15 2HD. Tel: 01-533 2918 
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PICK OF THE MONTH 




Ultimate Play-the-Game's newest and lushest hit to date is 
Sabre Wulf, a mean, fast, brilliantly coloured jungle frenzy with 
all the puzzles and super-smooth coding now expected from its 
authors. Or is it nothing more than an over-priced retread of 
AflcAfcrc? RICHARD BURTON plays the game . . . 



HOW WE GOT OUR 
SABRE WULF MAP 

Sabre Wulf had been out a couple of weeks when 
BIG K's office phone range. "Would you like to see 
a complete map of Sabre Wulf?" asked a voice. We 
gulped an amazed "Sure" and the caller rang off. 
No more than two minutes later the phone rang 
again. "Interested in a map of Sabre Wulf?" said 
another voice. An even more surprised affirmative 
from our end and, a few days later, two brilliant 
maps were in our hands. They were both so good 
that we decided to combine them into one — the 
one you see here. So take a bow Alex Crabtree of 
Newcastle and John Cheat of Reigate — Sabre Wulf 
Champions both. 

Got any tips about Sabre Wulf? Found out any 
sneaky tricks to beat the jungle? Send them to Let- 
terbase. We'll use the best and bin the rest! 


With just six games Ulti¬ 
mate have carved them¬ 
selves out a heavy rep with 
the games punters to the 
extent that each new release 
is as eagerly anticipated as 
the next Michael Jackson 
Album. So far they have only 
once gone back to a previous 
game theme for a new 
release. Lunar Jetman was a 
souped-up version of Jet- 
Pac. With Sabre Wulf they 
have returned, justifiably, to 
many of the arcade-adven¬ 
ture elements that made Atic 
Atac such a chart success. 


The word "enigmatic" 
almost sums up the game. It 
comes in a plain black box 
with simple title stickers 
front and back. Inside a six- 
page fold-out leaflet con¬ 
tains cryptic comments in 
purple prose that are little or 
no help. Basically, you"re on 
your own in discovering 
exactly what this game 
holds. 

The scenario, as said, is a 
vast jungle maze, glossily 
rendered in colourful hi-res 
graphics. (See map opposite 
for crib.) 


You have control of a tiny, 
sword-wielding (?) explorer 
in search of four parts of an 
amulet. Obstacles are con¬ 
stantly appearing in his path 
in the form of snakes, bugs, 
lizards, wart hogs, gorillas, 
hippos, rhinos, etc. There"s a 
list of 14 of the critters in the 
instructions. A quick thrust 
with the sword will finish off 
most of these or, in the case 


of the larger beasts, at least 
scare them off. Also the local 
plant life can aid or endanger 
any of your three lives. 

Many items appear in your 
path which can be picked up 
simply by crossing them. 
Unfortunately, Sabre Wulf 
doesn't feature Atic Atac's 
on-screen display of what 
you're carrying. Again, it's up 
to you to find out what these 
items are and how they can 
benefit you. 

Sabre Wulf is a safari of 
discovery, a Big Game hunt 
where you are the prey. It's 
the nearest yet that Ultimate 
have come to an adventure 
game (note the Hobb/f-style 
"percentage complete" indi¬ 
cator) and is sure to fuel the 
letters pages of the com¬ 
puter press for some time. 

It's another high quality 
Ultimate product and value 
for money (just about), even 
at £9.95, a figure that Ulti¬ 
mate claim reflects "higher 
development and packaging 
costs". 

Luckily it's not the sort of 
game that will lose its appeal 
quickly. 


"In the jungle , the mighty 
jungle , 

the lion sleeps tonight ..." 
So sang Tight Fit in 1982 (and 
so did Karl Denver, for those 
of us with longer memories). 
In a strange way the song 
seems more than appropri¬ 
ate to Ultimate's newest 
offering. Sabre Wulf , 
because the lion is about the 
only beast that does sleep — 
every other creature in this 
jungle is nauseatingly active 
and out to make life hell for 
you! 














BONGO/VIC 20 + 16K, CBM 64 


Probably one of the best lad¬ 
ders 'n' levels games avail¬ 
able for the expanded Vic. 
Set in a riverbank cave it 
chronicles the attempts of 
Bongo the mouse to outwit 
the dank denizens of the clay 
caverns and win the heart of 
a lonely princess (splutter). 
You of course take the role of 
the lovelorn rodent and with 
the aid of a well oiled 'stick 
must guide him past nine 
sheets of adversaries. To 
move twixt these sheets you 
must collect a fistful of flash- 
ing diamonds, and that 
entails some pretty hairy 
manoeuvring I can tell you. 


The sprite graphics are 
bright and suitably cute and 
hardened gamesters will 
appreciate the wide variety 
of stratagems available. I 
kinda suspect that the key to 
lasting success is through 
the secret transporters hid¬ 
den about the screen. These 
portals are unavailable to the 
mouse-hunting monsters on 
your tail and so become in¬ 
valuable escape routes. 
Bonus points can also be 
racked up quickly by gob¬ 
bling up the BONGO letters 
which float around the 
screen during the early 
stages. All in all it's a hectic 


piece of work. I have yet to 
survive the gamut of screens 
and win the head of the prin¬ 
cess, but I'll continue to plug 
away. I mean, shucks, a 
mouse and a princess? 
Bizarre notions keep me flail¬ 
ing away in the hope that all 
will soon be revealed. — S.K. 

Maker: AKIBOG 
Format: cassette 
Price: £> 7.95 each 

Graphics: KK 
Playability; KKK 
Addictiveness: KKK 
Overall: KKK 
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FRENZY/BBC 


Breakout goes whacko. You 
remember Breakout? No? Am I 
getting that old? Breakout is the 
game where you have to trap a 
bouncing ball in a box by mov¬ 
ing a line around a screen. Frenzy 
is a variation of that. 

The story goes thus — deadly 
sub-atomic particles (Leptars) 
are loose in a scientific labora¬ 
tory and you have to trap them 
before the time runs out. Your 
tool in this mammoth task is a 
robot craft behind which is a 
green ion trail. This you use to 
draw ion lines which, hopefully, 
will ensnare the little devils. 
Trouble is, if you get hit by a 


Leptar while you're on the draw, 
so to speak, you get clobbered. 
After a few screens things get 
nasty, you get more Leptars to 
deal with plus Chasers (they 
chase you). 

This is a very simple game, 
easy to play but difficult to mas¬ 
ter, as they say. But, unlike many 
simple games it's very addic¬ 
tive. The kind of thing you spend 
all night thinking 'just one more 
game before bed' and then real¬ 
ise the sun is creeping over the 
top of the screen. — K.A. 
Maker: MICRO POWER 
Format: cassette 
Price: <£7.95 
Graphics: KK 
Playability: KK 
Addictiveness: KKK 
Overall: KK 
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FROG SHOOTER/SPECTRUM 48K 


Fairly duff arcade shoot-out. 
You (looking more like a moth 
into military chic than any kind 
of frog — but let it pass) are 
stuck in an alley drawn with the 
most primitive and confusing 
kind of 3D technique. Along this 
low-res byway come bouncing 
various Kermits and giant eye¬ 
balls and so forth. Naturally, you 
must shoot them. 

It's an uninspiring task, even 
though the red ball projectiles 


that pop from your antennae 
when you press the fire button 
are one of the few neat things 
about this game. Another neat 
thing is the bouncing effect con¬ 
trived for the objects in your 
path. The blue "mystery can¬ 
nonballs" that come bowling 
along with quite monotonous 
regularity are almost too neat, 
and invariably blow my uni¬ 
formed moth to smithereens. 

Without a joystick, controls 


are the clumsy IJLM (or WADX 
keys that I always find particul 
larly frustrating. But even weri 
the manoeuvring easier, this 
would still be nothing mor| 
than a lifeless, boring game. — D.R 
Maker: KUMA/HUDSON SOFT 
Format: cassette 
Price: £>6.95 
Graphics: K 
Playability: K 
Addictiveness: None 
Overall: K 

































ms* 



^ ppi* u r*J°” 

, w dutt sXr ^n\N a»• 01 t y,est. '** e s o * af °» i s h° ot formed' 3 ® t a t a ; 

i et»*' tV ' e \! l rt saV s ' ; '® se tt»n9 at ton9^ foil'd c ° rt ',-,ra" b att ' e \Non' d 5^. 

at \east. ° agineaM u \ggW n 0 r ce ° Vwe-V ea _. re s ' Je ' l 

v*h° can '^ e path««c, e_ ( ^aV E ur°P ea " n o< «*£** engage. N/e*v'°* Q spend 

_« uonn tn «icKe* t \ .„ a \o'N' ( , n m a s P a ‘ ,i, e ru' eS ° each wad g® 018 n.B- 

tSgsgSS^iS. 

'Terence b**£ «nd *\ e 0 «t» °*$on °< 

the d ' tt ®, vour |P corn tep teS w gtaph'C . ^ag'n 

k aodCa io!aVe' W °l°ete caSe a sC ^*re ted'°“ s *° . it 

4 othets^*' jthoot^^otoghe^, tuthl at . _ tear' 0 ' 

ffk putet s\ d a thi»rnP up a nV at \ve- is a '«° r s eeP 

Mk e'/es wa '" ione con\nt'™ vcees the th* ’ 3 0 mP ute 

A -r a »••?”- a.*-" ^-rrrT 
A 3 -■r&i-o-ri<*.>*“" _ 11 ^ttTT -Sh 

ts-Vu-—” 4 * ^rrr rfflTT B.ia 


l/VADX) 
jarticu- 
» were 
’, this 
more 
— D.R. 
OFT 




3ECWIES ° COMPUTER GAMES-VIDEO GAMES-COM 











































































































































































































































































































VIDEO GAMES° COMPUTI 


BLOCK WAR 


RENEGADE ROBOTS/BBC 

The only good robot is a dead 
robot and make the most of it 
because you can be sure as 
hell that the Commission for 
Robot Equality is only a spit 
into the future. Which brings 
us to Renegade Robots. This 
is a bit like a giant sliding 
block puzzle, added aggro 
coming by way of the now 
familiar group of vicious 
robots. 


OK. The planet is under dire 
threat of invasion, but fear 
not, scientists have every¬ 
thing under control. Or they 
did have until a series of 
explosions wrecked the pro¬ 
duction of the secret weapon 
they were working on. 
Amongst other things the 
explosions caused the robots 
manning the production line 
to go berserk. The only way 
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to save the line is by aligning 
three key control cubes or 
destroying the renegade 
robots. Moving blocks means 
getting behind them, gritting 
your teeth and shoving like 
hell, whereupon the block 
careers across the screen, 
junking anything in a straight 
line between here and etern¬ 
ity. You know the Pongo lick. 

Once the robots are sorted 
out some idiot scientist 
makes the same mistake and 


you have to start all over 
again. A robo-hunter's job is 
never done.— K.A. 


Maker: SENATOR 
SOFTWARE 
Format: cassette 
Price: £6.95 approx. 

Graphics: KK 
Playability: KK 
Addictiveness: KK 
Overall: KK 
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CKK 


The great Seiddab war rages 
on, this time across the pock¬ 
marked surface of the moon. 
In your bristling new Hover 
fighter you must breach the 
three defences of the ghastly 
alien Seiddab base and 
destroy their Command 
Bunker. The first defence zone 
is patrolled by some fairly 
mindless robotic tanks and so 
is (relatively) easy to pass — 
once you've mastered the 
complexities of prolonged 
Hover flight! Zone two is 
rather more difficult as you 
must fly across mountainous 
terrain through great clusters 


TAKETHREE 

3D LUNATTACK/DRAGON 32 


of aerial Seiddab mines. I 
invariably met my demise 
here, thundering into the 
mines with all the flying skill 
of a shortsighted pigeon. I 
never managed to see the 
range of self activating mis¬ 
sile silos beyond, northe alien 
base itself. 

The onscreen display is 
comprehensive and includes 
cockpit cross hairs for pin 
pointing the enemy, auto¬ 
matic radar, fuel monitor and 
temperature display. This is 


particularly useful as direct 
hits and exploding mines 
cause the hull to overheat, 
which means pushy pilots will 
soon roast. Scrolling 
throughout the game is 
smooth and the bleak hi-res 
graphics are delightfully 
effective. I particularly liked 
the distant Earth which 
appears on the horizon as you 
rocket aimlessly around the 
luna surface. All in all this is 
a classy climax to Hewson's 
Seiddab trilogy and so is well 


worth checking out. It's cer¬ 
tainly as good as those 
highly-rated 32 offerings from 
the Tom Mix stable.— S.K. 


Maker: HEWSON 
CONSULTANTS 
Format: cassette 
Price: £7.95 
Graphics: KKK 
Playability: KK 
Addictiveness: KKK 
Overall: KKK 
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TAIL END CHARLIE 


Star Raiders circa World War 
II. Despite the army fatigues 
this is pretty standard shoot- 
'em-up fare, in which enemy 
fighter planes whirl and tease 
your straining gunsight. 
You've four difficulty levels 
and thirty missions to com¬ 
plete, which vary between 
high-level bombing sorties 
and low-level rocket attacks 
(phew!). It must be said that 
considerable effort has been 
made to turn this into an 
authentic flight simula¬ 
tion/arcade hybrid. Rather 
cleverly height and move¬ 
ment all have relative effects 
upon the action andtheflight 
deck details any damage 
done to the ship. 

You also receive messages 
from the pilot during the mis¬ 
sion — nothing inspires con¬ 
fidence like being rubbished 
overthe airways! But despite 
this fine realisation I found 





the game a little lacklustre. 
All the careful embellish¬ 
ments tend to slow down the 
onscreen action. 

I also disliked having to 
negotiate the Softlock secu¬ 
rity code every time I donned 
my flying goggles. Like Jet 
Set Willy the game comes 
with an numerical grid which 
must be consulted prior to 
entering your Lancaster. At 
least this version isn't colour 
coded and so doesn't alien¬ 
ate those colour blind/black 
'n' white TV owners. Small 
mercies eh?— S.K. 

Prog: NIGHT GUNNER 
Maker: DIGITAL 
INTEGRATION 
Machine: SPECTRUM 48K 
Format: cassette 
Price: £ 7.95 
Graphics: KK 
Playability: KK 
Addictiveness: K 
Overall: KK 


THIS YO-YO NO NO-NO 


I sit here with a new game in 
my hand. A small, rather 
unimpressive gold package, 
with what looks like a kanga¬ 
roo on the front. On the back 
is inscribed the immortal leg¬ 
end, "probably the finest 
graphics ever programmed 
into a game on the BBC". Oh 
yeah? And how many times 
have we heard that before? 
Hang about. . . HANG 
ABOUT. These really are the 
finest graphics ever seen in a 
BBC game! Traditional block 
characters make a hasty 
departure via the window, 
enter stage right a new gen¬ 
eration of cartoon type char¬ 
acters, with an almost filmic 
quality about them. The 
secret is Mode 1 hi-res 
graphics — more detail than 
the usual Mode 2 rubbish. 

Mind you the author's a 
nutter. Trogs with yo-yos sig- 


Thetrog is the central char¬ 
acter. He runs up and down 
ladders and jumps onto plat¬ 
forms, Donkey Kong-style, 
avoiding balls and daggers 
thrown by an unseen hand. 

It's really something to see. 
The trog is Disney-like in 
character. He scuttles around 
the screen with his hands 
clasped behind his back to 
disguise his secret weapon — 
a .. er. . . yo-yo? — which he 
uses to great effect against 
his attackers. 

This could set a new stan¬ 
dard in BBC graphics. If you 
see it, buy it. — K.A. 
Prog:ERAK 
Maker: AARDVARK 
Machine: BBC 
Format: cassette 
Price: £6.95 (approx.) 
Graphics: KKK 
Playability: KKK 
Addictiveness: KKK 
Overall: KKK 
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KOSMIC KANGA, a multi-screen, amazing, arcade standard original action gam 
Featuring superbly animated graphics and packed full of arcade features. 

Help KANGA find his space ship so he can return home to his planet. 

Leap about buildings, trees, clouds etc., pick up bonuses and throw boxing 
gloves at the enemies. 

Keyboard or most joystick. 48K SPECTRUM & COMMODORE 64 


Tutankhamun 


Pengy 


Invasion Force 


ONLY £5.95 EACH 

Available from most good software retailers, 

If your local software retailer is out of stock, send 
cheque/P.0. to Micromania, 14 Lower Hill Rd., 
Epsom, Surrey, KT19 8LT., and we will send vou 
order by first class post free. 


48K Spectrum 


16K/48K Spectrum 


MICtiQMAN) 


DEALERS —AVA ILABLE FROM ALL LEADING DISTRIBUTORS OR MICROMANIA (03727) 20152 

































Supersavers gives 
you lots of tips on 
money making. 
Like starting your 
own car- washing 
business or 
gardening. 


Keeping up with fashion 
can be expensive, so 
Supersavers gave tips 
on turning last year’s 
clothes into this year’s. 


All new Supersavers get this pack which contains a 
paying in book, record book, two pens 
^ and a ruler and lots more! 


^ You can join Supersavers at any branch 

/ of Barclays. All you need is £1 to start off your \ 

account. Fill in the coupon and take it along to your 
most convenient branch. And remember over 400 of 
our branches are open on Saturday morning. 


All Supersavers over 7 get this 
full colour magazine three times 
a year. It is packed with articles, 
saving tips, competi- a 
tions and 
readers’ 
i letters. 


I would like to open a Supersavers Account. 

I wish to start my account with a deposit of £. 

Name 


Address 


Reading about the 
world’s fastest trains led 
to a ride on Finland’s 
last surviving steam 
railway. 


Postcode 


Pate of Birth 


For very young children accounts will be opened on their behalf in the 
name of an adult. They will not be eligible for Club membership or the 
magazine until they reach 

Supersavers at Head ^ 
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Can you save penguin 
illy from the ferocious mutant 
em by knocking them against 
tm to a horrifying death with 
sliding ice blocks. High speed 
arcade action game. Full 
colour graphics. Music. 

® ne joyst'Ctef^uired. / 

1 CASSETTE £8 
A DISK £9.95 


sea lions? 


Mail Order Sales from 
Microdeal Mail Order 41 Truro Rd. 
St. Austell Cornwall PL25 5JE 

Credit Card Sales HI ™ SS? "> . 
Phone 0726 3456 


Dealers Contact 

MICRODEAL DISTRIBUTION 
0726-3456 

V or WEBSTERS SOFTWARE 

} x/ 0483 62222 


Selected Microdeal Titles available from computer dealers nationwide or from larger branches of 

























VIDEO GAMES ° COMPUTER GAMES ° VIDEO 


RAJ SINGH got the break millions only dream of — 
a part in Indiana Jones and the Temple of Doom , 
mega-adventure and long-awaited sequel to Ste¬ 
ven Spielberg's Raiders of the Lost Ark. In the movie, 
he plays the sinister Little Maharaja of Pankot. 

Indiana Jones (Harrison Ford) is entertained in 
the Palace of Pankot by said little Maharaja (Raj 
Singh) — bejewelled, primped and lacquered in his 
fabulous costume. Raj holds court with impeccable 
hospitality and charm. That's until Indy stumbles 
across him at work one evening, participating in 
the revival of an ancient and evil sect, in which the 
Goddess Kali demands human sacrifice . . . 

The satin-clad Satanist is now back at school (in 
Ealing!) and the only beastly thing about him is his 
Dragon 32, bought with movie earnings. 

He prefers adventure games, and drinks Coke, 
not blood. 

''Steven Spielberg, Le Huy Quan (Short Round) and 
I played the arcade machines at Elstree studios 
together during the breaks in filming. Steven liked 
Pole Position and Dig Dug. He was very, very good. 
He fixed the machines so that we didn't have to pay 
to play. 

"Being an actor is not my real ambition. I'm really 
interested in computing and want to work on the 
business side. Acting would be my major hobby. 

"Making the film was lots of fun and a real experi¬ 
ence. The set for the actual Temple of Doom was so 
vast and extravagant I could hardly believe it. I was 
nervous at first when it came to my part, but Steven 
was so nice that I soon forgot about that." 


only their way but their lives! 

"Did I like Raiders of the Lost Ark? You bet! My sister 
and I saw it about seven times! Getting chosen for the 
sequel was a dream come true, and I certainly like this 
adventure. The display is classy and exciting and you get 
right into the adventure first. The text's entertaining too. 
Especially when you try to pronounce 'Huitzilopotchli'.'' 


QUETZALCOATL/ Virgin/ 
48k SPECTRUM 




QUETZALCOATL is a real Indiana Jones-style adventure. 
| Raj looked a bit peeved with the prospect of another maze 
1 game , but once he got started rapidly became involved. 
I Instead of the usual bird's eye view , our guest found him- 
I self inside the scrolling 3D tunnels of the maze. As in the 
Temple of Doom f directional dyslexics stand to lose not 
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IT'S THE 

W00LUF1/SPECTRUM 

"it's the Wooluf," you may 
recall, was the title of a truly 
abyssmal cartoon show that 
escaped from the Hanna- 
Barbera stable sometime 
during the late sixties/early 
seventies. Gruesomely ani¬ 
mated and horrendously 
unfunny, it was one of the 
worst post "Scooby Doo" 
(original season) HB offer¬ 
ings ever and consequently 
marked the end of an area for 
the once highly-rated fun 
merchants. 

I tell you this simply for lack 
of anything else to say about 
this flat offering from The 
Home of The Things. 

As far as I can see it's a 
straight reworking of Virgin's 
early clunker, Sheepwalk. The 
graphics are neater but the 
gameplay is strikingly simi- 
liar. In it you must instruct 


BETTER BUT... 

SPACE COMMAND/SPECTRUM 48K 


Limited laserfire and shallow 
fuel tanks add to your pro¬ 
blems. 

I guess if you're still in the 
market for a space shoot 'em 
up then this is worth a look, 
although after an hour or so I 
wasn't so much addicted as 
cheesed off. Hope the next 
one's a little more original 
boys. — S.K. 

Maker: VIRGIN GAMES 
Format: cassette 
Price: £5.95 
Graphics: KKK 
Playability: KK 
Addictiveness: K 
Overall: KK 


Space Command is the best 
offering yet from the elderly 
(cough) team of Poole and 
Murray, authors of Yomp and 
Rider, also from Virgin. Here 
the quasi-militaristic tone of 
their earlier work has been 
replaced with good ol' SF. 
You play Defender (no rela¬ 
tion) to a domed Kandor-style 
asteroid which is busy 
ploughing through the gal¬ 
actic spacelanes. As you 
might imagine this reckless 
behaviour is guaranteed to 
arouse the ire of local life- 
forms and they do their best 
to flatten the flying city. 

It's all very similar to Imag- 
ic's old Atlantis ROM. The 
graphics are nice, although 
nowhere near as sensational 
as the promo blurb would 
have you believe, and the 
gameplay is tough. I've yet to 
clear the first wave, who look 
like renegades from Jet Pac! 


PENGI/BBC 

Pengi is a penguin (yeah?). 
He's locked in the freezer and 
you've got to get him out. 

In short, another one of 
those games where you have 
to shift blocks of ice about in 
order to get three specially 
marked blocks in a line. Just 
to make things harder a flock 
of Snow Bees, with fatal 
stings, buzz between the 
blocks looking for penguins 
to sting. They can be crushed 
with the ice blocks or, if you 
can lure them to the electric 
fence (in a freezer?) they can 
be stunned and then stomped 
on. 

Old Pengi is none too 
bright, though. Once he's 
aligned the blocks and 
escaped from the freezer he 
gets locked up in another one 
and has to start all over again. 

It's all good clean fun but 
the credibility rating runs a 
bit low. The day I find a pen- 
guine and an electric fence tn 
my freezer is the day I volun¬ 
teer for the rubber room. — 
K.A. 

Maker: VISIONS 
Format: cassette 
Price: £6.95 
Graphics: K 
Playability: KK 
Addictiveness: K 
Overall: K 























^OOLUp, 


your trusty collie to herd a 
flock of sheep across a bridge, 
through a wood and into the 
relative safety of the sheep 
pen. Meanwhile the hungry 
'wooluf' patrols the forest in 
the hope of gobbling up some 
stray dinners. Clear the sheet 
and you're blessed with 
another flock of even more 
suicidal sheep. Woolly stuff 
indeed. —S.K. 

Maker: CRYSTAL 
COMPUTING 
Format: cassette 
Price: £5.95 
Graphics: K 
Playability: K 
Addictiveness: K 
Overall: K 


BRAINSTORM/BBC 

This month Virgin Games 
bring us a new concept. 

Totally Misleading Instruc¬ 
tions. 

After a week or so things 
improved. An envelope con¬ 
taining a letter from Virgin 
and a small diagram arrived. 
It seemed the game was vir¬ 
tually unplayable without the 
diagram. But the really good 
bit was that the diagram 
made a total mockery of the 
instructions in the program 
itself. 

Looking to the game it's a 
board-type game of "skill, 
memory, logic and nerve for 
two players". The idea is for 
each player to defend his 
brain (the one on the screen) 
against the lasers of his 
opponent by the strategic 
placing of deflecting prisms. 
The game comes to an end 
when one or other of the 
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player's brains is toasted 
What more can you say? — 

K.A. 


Maker: VIRGIN GAMES 
Format: cassette 
Price: £6.95 
Graphics: K 
Playability: K 
Addictiveness: K 
Overall: K 




. 


SEA ADVENTURE/BBC 

Sea Adventure is just what it 
says, an adventure at sea — 
with graphics. Let's talk about 
graphic adventures. Most fail 
on the BBC, mainly because 
of memory limitations. Vir¬ 
gin, with Sea Adventure , 
uphold a grand old tradition 
in this respect. In fact it's a 
major step backwards. I 
mean, BASIC? Not only that, 
the only way to enter text is 
by the function keys (this 
means it knows a grand total 
of 10 words — impressive, 
huh?) The graphics in Mode 
7 are feeble. The occasional 
animation displays a pro¬ 
found flair for the non-event. 


Maker: VIRGIN GAMES 
Format: cassette 
Price: £6.95 
Graphics: None 
Playability: None 
Addictiveness: Do what? 
Overall: None i 























ACOS4 




LIBRARIAN 


ACOS+/CBM 64 

ACOS+ doesn't exactly speed 
up cassette loading but it cer¬ 
tainly makes life easier. It 
enhances the cassette filing 
system (ACOS stands for 
Advanced Cassette Operat¬ 
ing System), making it oper¬ 
ate in a similar fashion to a 
disc —although it still retains 
the snail-like qualities of '64 
loading. 

Part of the reason for discs 
being so fast is that they keep 
a catalogue of files on the first 
sector so that they can move 
quickly to the requested file. 
ACOS+ does much the same 
thing. It looks at its catalogue 
and then lets you fast-wind 
the tape to the position of the 
file you've asked for. Of 
course you still have to press 
the fast forward button but 
because the computer has 
control of the cassette motor 
it can stop when it reaches 
the right program. 

In addition to this you get a 
whole load of new com¬ 
mands. 

Then we come to the BASIC 
extensions. They operate like 
normal keywords and give 

some very nice control over 
sound and sprite graphics. 

All in all a nice package. The 
only point against it is that no 
program will work unless 
ACOS+ is installed, so forget 
about any ideas of using it to 
make a killing on the games 
market.— K.A, 

Maker: MELBOUBNE 
HOUSE 

Format: cassette 

Price: <£>8.95 
Graphics: N/A 
Usefulness: KK 
Addictiveness: N/A 
Overall: KK 
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ST SCOPE 

ll/SPECTRUM 


Don't be fooled by the 
"Games Designer" tag plas¬ 
tered acrossthe packagir 
Scope 2, this beautil 
structured utility is n 


tered across the packaging ot 
Scope 2, this beautifully 
structured utility is quite 
unlike menu driven custom- 
isers cnr^h ac Mo 11 


nenu ariven custom 

_ such as Melbourne 

House's Hurg and Software 
Studio's Games Designer. It's 
a far more useful medium- 
level language dedicated 
purely towards the manipu¬ 
lation of high-speed graph¬ 
ics, sound and animation. 
And the beauty of the 

_JL rnrlp npnpra 


And the beauty of the system 
is that code generated by 
Scope 2 will run indepen¬ 
dently of its mother tongue. 


... 

The perfecttool forfrustrated 
games writers! What's more 
it's exceptional^ accessible! 


games writers! What's more 
it's exceptionally accessible! 
You've a mere 36 command 
words to master which, once 
written into Basic REM state¬ 
ments, can be instantly com¬ 
piled into machine code using 
a simple USR call. Of course 
experienced m/code hackers 
will bemoan the system's 
limitations but others will find 

it a p^rminp hnnn 


imuanons out oine 
it a genuine boon. 

Scope 2 itself appears 
remarkably clean. The only 
bug I came across was its total 
refusal to recognise the NOTE 
command, Scope's equiva¬ 
lent to the REM statement. 


Maker: ISP 
Format: cassette 
Price: £ 17.95 
Graphics: N/A 
Usefulness: KKK 
Addictiveness: KKK 
Overall: KKK 
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But that's a small price to pay. 
The package is completed by 
a useful sprite designer rou¬ 
tine and some simple Scope 
2 listings. With this and Gil- 
soft's The Qu/7/the Spectrum 
games market has been 
blown apart. Owners of the 
original Scope should 
upgrade immediately. Great 
stuff!— S.K. 
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£ 0/1095 ■ Graduate To A Colour 

Computer Disk System 

NEW! Colour Computer 2 Disk 0 Kit. Use with our new Colour 
Computer 2. 156K of user storage. 

26-3029 . £349.95 

Colour Disk 1, 2 or 3. Requires Disk 0. 

26-3023 £249.95 

CCR-81 Cassette Recorder. 26-1208 £39.95 

CCR-82 Compact Cassette Recorder. 

26-1209 £34.95 


499 ' 


Prints In Seven 
Vivid Non- 
Smearing 
Colours 


Prints 2600 dots/second in 
graphics mode with a resolution of 
560 dots/line (monochrome) and 
640 dots/line (multi-colour mode). 
Text mode gives you 12 cpi at 37 
characters per second. 

26-1268 £499.00 

Dragon Printer Cable. 26-7204 


£19.95 


Take A Look At Tandy, Today 

Visit your local store or dealer and ask about our expanding 
range of microcomputers and software - we service what we sell! 

See Yellow Pages For Address Of Store Nearest You! 


149 ' 


Uses Easily 
Replaceable Ink 
Cartridges 


Create a variety of graphic output from 
charts to computer-generated “doodles”. 
Prints in red, blue, green and black on 4 3 A" 
wide paper, text mode prints 40 or 80 
characters per line at 12 characters/second - 
ideal for program listings and output. 
26-1192 £149.00 


Ideal For Use 
With The MC-10 
Or Colour 
Computer 


TP-10. Prints 32 characters per line at 
30 characters per second on 4” wide 
thermal paper. Features include 
special repeat function fo make 
graphics programming easier. 

26-1261 £79.95 

Paper. 4” wide roll of thermal paper. 

26-1332 Pkg. of 2/£2.79 


Disk and Computer Storage Low Noise Colour Ink-Jet Printer 


j [A] NEW! Pengon. A high-speed arcade 
game with full colour graphics and music! 
Can you save Willy the Penguin from the 
furious mutant sealions by stunning them! 

26-7307 £7.95 

I [B] NEW! Cuthbert In Space He is sent on a 
! mission of plunder against the Moronians 
Solar System, landing his spacecraft and re- 
; fuelling at the Moronians fuel dump. 
26-7308 . £7.95 

OTHER TITLES:- 

Cuthbert In The Jungle. 26-7301 £7.95 

Cuthbert Goes Walkabout. 26-7302 £7.95 


\C\ NEW! Dungeon Raid. Journey through 
the catacombs killing Snakes, Oafs, 
Snappers and the Ghost that guards each 
deathly dungeon - without killing your own 

“Clone”! 26-7309 . £7.95 

[D] NEW! Keys of the Wizard. A text only 
adventure game. Find all the treasures and 
store them safely in the sanctuary, whilst 
fighting off the creatures and avoiding traps 
and tricks. 26-7310 .„ £7.95 

Cuthbert Goes Digging. 26-7303 ... £7.95 
Skramble. 26-7306. £7.95 


\E\ NEW! Eight Ball. Line up your cue, 
decide what strength shot you need and 
exactly where you want to hit the cueball. 
Superb full-colour graphics with realistic 

sound effects. 26-7311 . £7.95 

[F] NEW! Katerpillar II. Hours of fun 
stopping the descending Katerpillar with 
your laser gun before it winds its way down 
through the mushroom field. 

26-7312 £7.95 

Frogger. 26-7304 £7.95 

Crazy Painter. 26-7305 . £7.95 


Build A System With Tandy Accessories! 


Ultra-Compact Colour Graphics Printer Thermal Matrix Printer With Graphics 
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pl us 50p post & packing 


SEND TO (NO STAMP NEEDED):- AGF HARDWARE, DEPT.B|<FREEPOST, BOGNOR REGIS, W. SUSSEX P022 9BR 

Please tick: 

□ I enclose a cheque/postal order payable to AGF Hardware for £. 

□ Please charge my Access/Barclaycard Account No. 

Signature. (Telephone orders (0243) 823337) 

FROM: MR/MRS/MISS 


Interface II 


Now the AGF Interface II is even better value. Since we 
pioneered the cursor-key interface in October 1982 there 
are now over 100 games or utility programs with either the 
AGF option or cursor key controlled — that makes it 
unbeatable at this new low price. 

Still incorporating the all important rear expansion con¬ 
nector which means other peripherals can be connected at 
the same time i.e Ram Packs, Printers, Speech Units etc, 
and of course the key replication principle used guarantees 
this will never conflict electrically with any other add-ons. 


The new AGF RomSIot has been designed for anyone who already owns a programmable 
joystick interface, or prefers to use the keyboard to control games, and would like to add 
the facility of ROM cartridge software to their system. 

ROM games are already available from Sinclair and in August five totally new titles are to be 
released by Parker Video Games — exclusively in ROM format. 

The advantages of this new system are instantly loading games that may have required a 
larger memory capacity if loaded by cassette. The ROM cartridge is actually a dedicated 
memory device with the program permanently stored in; ready for immediate use. 

An extra feature of the AGF RomSIot is the 'Restart' facility. Any program can be 
instantly re-started or conventional machine code games cleared without the need to remove 
the power. 

RomSIot is cased with a full expansion connector for other add-ons and is covered by a 12 
month guarantee. 


□ Please send information on . 

Please allow up to 28 days from receipt of your order although we normally despatch from stock 
within 7 days. All AGF products are guaranteed for 12 months and are supplied on a 14 day money 
back undertaking. AGF Hardware, Bognor Regis, West Sussex. Telephone: (0243) 823337. 


OVERSEAS PRICES ON APPLICATION 
DEALER ENQUIRIES WELCOME 


rogrammable Interface 


The AGF Programmable Joystick Interface has established itself over the 
past year as being the only hardware programmed device that accepts ALL 
standard joysticks or trackballs - including Quickshot II with 'rapid-fire' 
— for use with ALL Spectrum or ZX81 software. 

The hardware programming method employed by this product has several 
advantages over similar interfaces that require extra tapes to be loaded or 
combinations of key presses and movements of the joystick to be made 
before each game, i.e 

• Programming is not lost when power is disconnected between games. 

• Eight directional control only requires setting of the four normal 
directions. 

• Compatibility guaranteed with ALL key reading methods — machine 
code and BASIC. 

• Several interfaces can be separately programmed for multi-player 
software. 

• Low power four i.e. design allows more expansion. 

The programming leads attached to the interface make contact with 
miniature crocodile clips that give oxidisation free connections every time, 
unlike plug and socket arrangements, and they don't work loose in 
constant use. 

Keyboard operation is unaffected by this interface and it is guaranteed 
never to conflict with ANY other add-ons. 

12 month guarantee, key programming chart and a pack of ten Quick 
Reference Programming cards with full instructions are supplied. 


21.95 

2&95 


plus £1 post & packing 


FINAL TOTAL 


RomSIot 


Quickshot II 


Quickshot 


ZX81 □ ZX SPECTRUM Q Please tick 


ABF 


/UMMER 


MAIL ORDER ONLY 

/WING/ 































































COLECOVISION GAMES CONSOLE 


A COMPLETE PACKAGE - ALL THIS FOR £499! 


* 80K* RAM (Exp to 144K) 

* Full Stroke Keyboard 

* 256K Data Storage Unit 

* Daisywheel Printer 

* Built-in Word Processing 

* Buck Rogers Arcade Game 

* Colecovision Compatible 


MEMORY 


DRIVE 


DAISYWHEEL PRINTER 


QUITE SIMPLY-VALUE FOR MONEY! 

If you’re looking for real value in a computer system, one which can handle anything from serious Word Processing to 
enhanced Colecovision style video games such as Buck Rogers, look no further. The Coleco Adam is here with a package 
which will make you wonder if you're dreaming when we tell you about it. A price breakthrough in computer systems, Adam is 
comprised of an 80K RAM memory console * with a built-in 256K digital data drive; a professional quality, stepped and 
sculptured 75 key full-stroke keyboard; a letter quality daisywheel printer and a full word processing program built into the 
Console. Two additional pieces of software, Smart BASIC and also ‘Buck Rogers - Planet of Zoom'(the ultimate in advanced 
video games), are included as well as a blank digital data pack. Adam can be used with any domestic colour Television set. 

MEMORY CONSOLE/DATA DRIVE: ‘The heart of the Adam system is the 40K ROM and 64K RAM memory 
console which combines with the 32K ROM and 16K RAM in Colecovision to give you a total of 72K ROM (including 24K 
cartridge ROM) and 80K RAM (expandable to 144K). Built into the memory console is a digital data drive which accepts 
Adam’s digital data packs, a fast and reliable mass storage medium that is capable of storing 256K of information, that’s 
about 250 pages of double spaced text! The console is also designed to accomodate a second optional digital data drive. 

FULL STROKE KEYBOARD: The Adam keyboard has been designed as a professional quality keyboard that 
combines ease of use with an impressive array of features. It is stepped and sculptured for maximum efficiency and has 75 
full stroke keys which include 6 colour coded Smart Keys which are redefined for each new application; 10 command keys 
which are dedicated to the word processing function, and 5 cursor control keys for easy positioning of the cursor at any 
point on the screen. You can attach a Colecovision controller to the keyboard to function as a numeric keypad for easy 
data entry. It can also be held like a calculator, a feature which makes working with numbers particularly easy. The joystick 
part of the hand controller can be used in the same way as the cursor control keys, to move the cursor around the screen. 

LETTER QUALITY PRINTER: The Smart Writer letter quality daisywheel printer is a bi-directional 80 column 
printer which prints at a rate of 120 words per minute. It uses standard interchangeable daisywheels, so a variety of 
typestyles are available. The printer has a 9.5 inch wide carriage for either single sheets or continuous fan fold paper and 
uses standard carbon ribbons. It is comparable to many printers which cost as much as the total Adam package. The 
printer can be used either with the Adam’s Smart Writer word processing program or as a stand alone electronic typewriter. 

BUILT-IN WORD PROCESSOR: Adam comes with Smart Writer word processing built-in. This program is so 
easy to use that you only have to turn the power on and the word processor is on line and ready to go. Detailed instruction 
books are not necessary as the Computer guides you step by step, working from a series of Menu commands. It enables 
you to type in text, then completely edit or revise it with the touch of a few keys. Changes are readily made and a series of 
queries from the computer confirm your intentions, so that you can continuously double check your work as you type. 

COMPATIBILITY WITH COLECOVISION: By using high speed interactive microprocessors in each of the 
modules, the Coleco Adam is designed to take additional advantage of both the 32K ROM and 16K RAM memory capability 
in the Colecovision. If you do not already own a Colecovision Console (£99 inc VAT), then you will need to purchase this 
when you initially purchase your Adam Computer package (£499 inc VAT), making a total purchase price of (£598 inc VAT). 

WHAT IS COLECOVISION: Colecovision is one of the worlds most powerful video game systems, capable of 
displaying arcade quality colour graphics of incredible quality on a standard Colour TV set. The console (see picture 
bottom left) accepts 24K ROM cartridges such as Turbo and Zaxxon and is supplied with the popular Donkey Kong 
cartridge and a pair of joystick controllers. Colecovision has a range of licenced arcade hits available such as: Gorf, 
Carnival, Cosmic Avenger, Mouse Trap, Ladybug, Venture, Smurf, Pepper II, Space Panic, Looping, Space Fury, Mr Do, 
Time Pilot, Wizard of Wor and many others. So there you have it, Adam plus Colecovision the unbeatable combination. 
Send the coupon below for your FREE copy of our 12 page Colour brochure giving details on the complete Adam system. 

SILICA SHOP LTD., 1-4 The Mews. Hatherley Road.SIdcup. Kent. DA144DX Tel: 01-3091111 or 01-3011111 

ORDER NOW-OR SEND FOR A FREE COLOUR BROCHURE 


r 


SILICA SHOP LTD. Dept BIGK 0984. 1-4 The Mews, Hatherley Road, 
Sidcup. Kent. DAM 4DX Telephone: 01-309 1111 or 01-301 1111 


LITERATURE REQUEST: 


□ Please send me your FREE 12 page colour brochure on Colecovision/Adam 

□ I own a . Videogame □ I own a . Computer 

Mr/Mrs/Ms: . Initials: . Surname: . 

Address: . 


Postcode: 


ORDER REQUEST: 


Please send me: □ Adam (add-on package only) .£499 inc VAT 

□ Adam & Colecovision (£499+£99) .£598 inc VAT 

□ I enclose Cheque/P.0. payable to Silica Shop Limited 

□ CREDIT CARD - Please debit my Access/Barclaycard/Visa/Am Ex/Diners Club 

Card Number: 


ADAM 


TM 


£499 


Inc VAT 



































































... Or do their bear¬ 
ings in, but nothing 
fazes JOHN CON¬ 
QUEST. He's got 
plenty more to fall 
back on 

LOOK THROUGH the 
computer mag ads and 
you'll see that there are a 
lot of people trying to sell 
you custom joysticks, all 
convinced that theirs is the 
real McCoy. "Arcade 
action", "instant 

response", "high qual¬ 
ity", "professional" — 
writing joysticks ads looks 
like a doddle, but what 
we're concerned with here 
is the rather more difficult 
business of actually buy¬ 
ing one. 

Obviously the first consid¬ 
eration is compatibility, 
whether or not the widget will 
fit your machine. Virtually all 
the joysticks currently avail¬ 
able are designed to fit Atari 
video & computer systems 
and Commodores, though 


they'll also work on CBS's 
Colecovision videos (you'll 
still need a standard control¬ 
ler in the second portto make 
the games run). Wico supply 
adaptor leads for Apple and 
Radio Shack marchines and, 
like Suncom, for Texas 
Instruments Tl 99/4As. A rare 
exception is Suncom's Stike 
Commander (£16.95), made 
specifically for the BBC or 
Dragon, though Kempston 
are also planning a BBC stick. 

VEXED 

The vexed question of 
interfaces is one on which 
you'll need expert, and hope¬ 
fully disinterested, advice. For 
Spectrums, the Kempston at 
£11.50, which will accept any 
stick, has only one drawback, 
a single port. For BBc's the 
Wizard at £14.95 is recom¬ 
mended. The basic rules are 
not to get joysticks with plugs 
jury-rigged to fit machines 
they weren't designed for 
(they don't work too well) and 
to avoid anything that needs 
a program to make it run. 

A less obvious but vital 


consideration is the size of 
your hand. Believe me, that's 
important. Many of the sticks 
I tried simply weren't com¬ 
fortable, but might well suit 
someone with smaller, or 
indeed larger, hands and this 
applies especially to shaped 
grips. 

Unfortunately a lot of shops 
stock a very limited range, 
usually Quickshot I Is or Point 
Masters, so for this and many 
other reasons it's well worth 
while going to one of the big 
computer shops and trying 
yourhandattheirrange. Lion 
House in London's Totten¬ 
ham Court Road, for instance, 
has 17 models ready to be 
hooked up for demonstra¬ 
tion, and the Silica shop in 
Sidcup reckons to have at 
least 15 of a possible 26 in 
stock at any given time. Even 
if you just try them for feel, 
you'll notice the differences. 

Ask yourself realistically 
how much you're going to 
use a stick. Price differences 
are almost entirely down to 
quality of construction and 
the cheap ones simply aren't 

© 


up to a lot of punishment. If 
you're heavily into 'Deca- 
thalon', to take an extreme 
example, a cheap joystick is 
going to be a waste of money. 
With joysticks you get what 
you pay for with a venge¬ 
ance, and Atari owners at 
least should calculate 
whether they're really 
improving on the standard 
issue sticks. 

OBVIOUS 

The most obvious differ¬ 
ences between cheap and not 
so cheap sticks are whether 
or not they have steel shafts, 
the grade of plastics (high 
impact or extruded) used and 
the general solidity of con¬ 
struction. What you don't see 
is the guts, which is what 
really sorts them out. Very 
few sticks have micros¬ 
witches (though Kempston 
are rumoured to be using 
them in all future models), but 
the leaf switches found in 
most vary considerably in 
quality and the cheap ones 
have very limited lives. Also 
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ABOVE: the 
Spectravision 2 


mo 
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At £12.95 you can choose 
between the Point Master, 
very similar to the Quickshot 
II but slightly less robust, and 
Sumlock's all-British Pro-Ace 
which resembles the Kemps- 
tons in its solid high-impact 
plastic construction and fire 
bar (plus centre fire in the 
handle), but which I found 
sluggish and awkwardly 
shaped. On the other hand, 
Sumlock back up the quality 
of their leaf switches with a 
two year warranty, so it 
should be pretty reliable in 
the long term. 

The top of the range 
Kempston 5000 (£13.50) is, 
again, a very solid piece of 
work with a ball grip on a 
short, tapered steel shaft and 
both left and right hand base 


hidden inside the casing isthe 
shaft mounting which is 
another thing that decides 
whether or not the stick will 
go on doing what you want it 
to do. 

You should also think about 
the kind of game you usually 
play. Sticks come in two basic 
configurations, with the fire 
button in the handle, either 
centre fire on the top or trig¬ 
ger fire in the handle itself, or 
mounted on the base. I'm 
convinced that handle fire is 
a major contribution to fire 
control. Most of the sticks 
with handle fire have a base 
button as well, which can be 
a nuisance when hand hold¬ 
ing, and some base mount¬ 
ings are available in either left 
or right hand versions or 
already have both, either as 
separate buttons or as a bar 
across the width of the base. 

Most of the sticks men¬ 
tioned were tested with Acti¬ 
vision's Atari computer 
version of River Raid. It 
requires precise manoeuvre, 
reliable and responsive speed 
control and pinpointfire — in 
other words it uses every¬ 
thing that a joystick ought to 
offer. 

The cheapest sticks around 
are Acorn at £13 a pair (soon 
to go upto £19), which are so 
terriblethat nobody seemsto 
stock them. The Pinnacle at 
£7.95 is admired more for its 
price than for the quality of 
its 8-way movement and 
handle and base fire buttons, 
but if you really want to spend 
the minimum, this isthe one. 


For £9.95 you can get 
Spectravision's Quickshot I 
with centre handle fire and 
sucker feet, which, for rather 
more, is a standard Spec¬ 
trum interface offering. Like 
its big brother (below) its 
shaped handle makes hand 
size critical. Easy to use, 
though because of the shaft 
mounting rather loose, it's as 
fragile as it looks and would 
last about five minutes in an 
arcade. Its leaf switches have 
a poor reputation. Alterna¬ 
tively there's Suncom's Slik 
Stik, the cheapest half way 
reasonable stick, which has a 
ball grip, a left hand side base 
fire button and is a nice hand 
size. Solidly made, it's the 
kind of thing Atari ought to 
be offering as standard. 

First in over the £10 mark 
is the very basic Kempston 
1000 (£10.99) which has little 
over the Slik Stik except a 
base fire bar, workable from 


LEFT: Suncom 
Slik Stik. 
RIGHT: the 
Joy-Sensor 
vicious 
oversteer. 


left or right. The handle sug¬ 
gests that it might best be 
controlled with the thumb. It's 
followed at £11.95 by the 
Quickshot II which is identi¬ 
cal to the junior version 
already dealt with exceptthat 
it has 'auto rapid fire' via a 
trigger in the handle, its main 
selling point. 


LOOSE FEEL 


The Triga Command II 
(£12.99) has a very similar 
loose feel, again due to the 
shaft mounting, and looks 
very plasticky. It has a trigger 
fire only (and suctions cup 
feet) and comes in £19.99 
versions for Spectrum and 
BBC. The handle design 
however is excellent with a 
diamond cross-cut pistol grip 
that is very satisfying. The 
much solider Kempston 3000 
with handle centre, trigger 
and base fire bar buttons is 
£12.75. 
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fire buttons. It feels a bit stiff 
but I'm told that it wears in 
well. The next Suncom, the 
£13.95 Starfighter (also avail¬ 
able in a ritzier version for 
Apple computers at a very 
ritzy £39.95) is a very nice 
hand size with excellent 
manoeuvre and speed con¬ 
trol. It has a left hand base 
fire button and a stubby 
unshaped plastic handle that 
I found far too short, but that's 
me. 

Wico, like Suncom and 
American firm, make their 
first entry at £14.95 with The 
Boss, a muscular brute that I 
found very heavy to use, 
aggravating my advanced 
case of video wrist, but very 
positive. However as the hand 
grip is shaped for a much 
smaller hand than mine, it's 
virtually unusable in my glove 
size. 

The Arcade at £15.95 is the 
cheapest stick that one can 
get really enthusiastic about. 
Dutch made, with very supe¬ 
rior microswitches, it's 
extremely positive and 
responsive, a real pleasure to 
use. This is an excellent 
device and highly recom¬ 
mended — not just by me but 
by Lion House where it's a 
big favourite. 

STEEL SHAFT 

Back to Suncom at £18.95 
with the TAC II which has a 
ball handle, steel shaft, non¬ 
slip feet and left and right 
hand side base fire buttons. 
A nice size for hand holding 
but, despite the amazing 
manoeuvre control, I find the 
shaft too short, the fire but¬ 
tons need very firm instruc¬ 
tion and the game (River Raid) 
seemed much speedier than 
with other sticks. 

The legendary Le Stick at 
£19.95 boasts unique mer¬ 
cury switches, but they're a 
mixed blessing. While it's 


pack is Suncom's Joy Sensor 
which looks rather like an up¬ 
market version of IntelIivi¬ 
sion' s control pad. I can't 
make it work and though I've 
heard rumours of people who 
have mastered it and love it, 
I've never actually met one of 
them. All it gives me is vicious 
oversteer. At £29.95 this 
seems like a real gamble, but 
maybe I'm missing some¬ 
thing. 

MOVE BLIP 

All joysticks do pretty much 
the same thing, move a little 
blip round a TV screen. So 
how come there's a £20+ dif¬ 
ference between the chea¬ 
pest and the most expensive? 
Well, it depends on whether 
they're being made to a price 
or to a standard. I am not a 
racist. . . but. The tell-tale on 
the cheap sticks is the 'Made 
in Taiwan, Hong Kong, South 
Korea' and there's no getting 
away from the fact that 
they're not in the same class 
as the American and Dutch 
made sticks. 

The trick is to find one that 
suits both your hand and your 
pocket, which is why you 
need access to a wide range. 
However even the big shops 
have no consensus view; Lion 
House are big Wico fans, 
pluggingthe price range with 
the Pinnacle and The Arcade, 
while Silica Shop prefer the 
Suncom Slik Stik and Star- 
fighter with the Quickshots as 
back up. To me the ideal stick 
would be a cross between the 
Triga (handle design), The 
Arcade (micro switches) and 
Wico Three Way (everything 
else). In the real world three 
sticks seem to me to stand 
out as value for money and 
they are: 

1. Suncom Slik Stik — £9.95. 

2. The Arcade — £15.95. 

3. Wico Three Way —£27.95. 


ideal for one-handed use and 
suits games like Decathalon 
superbly, firing jogs the 
switches so that it has a tend¬ 
ency to jump about when you 


bles one to cut off the base 
button, extremely useful if, 
like me, you like holding the 
stick in one hand and work¬ 
ing it with the other. With 
other dual fire sticks it's very 
easy to find your fingers 
working both fire buttons, 
which may not be what you 
want. For River Raid at any 
rate the Three Way is the 
primo stick for control, fire 
accuracy, delicacy of man¬ 
oeuvre, speed control and 
overall feel and response. 

TOUGH BABY 

From the same stable as 
The Arcade comes the 
Professional Mark II at £28.95, 
which looks rather like it had 
been ripped off the front of 
an arcade machine. This is 
one tough baby and though I 
can't help wondering exactly 
what 'Professional' means in 
this context, if anything 


THE PROFESSIONAL 


start shooting. Le Stick is if 
anything too responsive and 
so hard to control, making it 
a real wrist killer. 

QUALITY 

Jumping to £24.95 we have 
another Wico, the Red BAII, a 
quality number with a longer 
steel shaft, a good size ball 
handle with built in fire but¬ 
ton, plus another on the base, 
and all the control one 
expects from Wico widgets. 
However at this price I'd 
spring another £3 to get the 
£27.95 Wico Three Way. This 
is my personal favourite of all 
the sticks I tried and, for my 
money, the top of the range. 
It has a very long steel shaft, 
which means a far better 
'throw', and three different 
clip-on handles, though in 
practice I only use one, the 
slim tapered job. The Three 
Way has a centre fire button 
in the handle and another on 
the base, but it offers a unique 
switching feature which ena¬ 


deserves the name this does. 

I imagine some of you must 
at stome time have put your 
noses into a video arcade. If 
so, you'll know exactly what 
to expect from this one. 

The joker in the joystick 




































YOU REME 
CELLULOID 


SEVERAL times in the last 
three years Major Motion 
Pictures have generated 
Major Video Games — Raid¬ 
ers, E.T., Star Wars, the 
James Bond movies . . . not 
all of which have been 
unqualified successes. NICKY 
XIKLUNA armed herself with 
popcorn and notebook and 
checked out the autumn crop. 
Her aim? To spot next year's 
mega-licence deals before 
they happen. 


DON’T 

YOU? 


JJ *nd the \_ / 

r T£/TtPt£ OF DOOfTtru 
IT will not have escaped you 
that Raiders of the Lost Ark 
now has a sequel — Indiana 
Jones and the Temple of 
Doom. Be prepared for the 
reverberations that these 
latest perils of El Archaelolo- 
gist will surely spread to the 
games world. Speilberg pro¬ 
ductions have conspired to 
ensure that you never get 
beyond the very edge of your 
seat. Don't see it if you want 
to relax. Heroic stuff. I like it 
better than Raiders. Will it 
make a game? Someone sure 
as hell will try ... 

A picture of your Indie to cut out and keep. 


GREMLINS 


GREMLINS are being kept mysterioso 
by Spielberg Productions. So no pic¬ 
tures! (The Shad, says that they're a 
cousin of ET — with teeth). Havoc is 
wreaked on yet another Mid-Western 
town, after'Gismo'-the first and benign 
Gremlin—is fed hamburgers after mid¬ 
night. 

There's already a Thor game out by 
the same title — but it's nothing to do 
with the celluloid version. That one's 
coming out soon from Atari—who hold 
the rights to this nice little number. 


THE 'Super' family are back to save the World again. This time 
it's Supergirl. SupergirTs not as grand a movie as its 
predecessors, perhaps because the action's confined to the 
small Mid-Western town of Midvale. But the cast is really 
strong, including Peter Cook, Mia Farrow, Simon Ward, Peter 
O'Toole and Faye Dunaway as SupergirTs opponent — Selena. 

The power-crazed Selena utters the cry of "Today Midvale — 
tom morrow the World!" and the battle is ON. Dontcha try it 
Selena. We know who's going to win. But what fun it is getting 
there! 


cular computer graphics set to 
original music by Boy George, 
Heaven 17 and more. 

A special interface was built to 
base the effects on the ability of a 
simple micro. Then they took off 
and got really complicated. 

The result is halfway between a 
hi-tech pop-promo and a musical. 
It's an entertaining night out — 
especially if you've an innate lik¬ 
ing for schmaltz. 


DREAMS 


VIRGIN'S Electric Dreams shows 
that computers haven't been 
typecast after their film debut in 
Wargames. This microcomputer 
acquires a few extra million K's of 
memory and learns to talk. He 
finally pops all his pixels by falling 
inLERV. 

I don't think that Electric Dreams 
will take shape as a game, but you 
might be interested in the specta- 


Hero Miles will try 
anything to put his 
computer in its place 
— even champagne! 


SEE THE 
MOVIE- 
THEN PLAY 
THE GAME 


MOVIES are increasingly finding 
their way into the world of the 
micro — and vice versa. Some have 
taken the arcades by storm, like 
Tron and Star Wars. Others run 
direct to micro — like Palace's The 
Evil Dead and (well, OK) ET. In the 
latter. Atari relied on the mega¬ 
popularity of the movie to sell a 
rushed-out, naff game. It bombed 
spectacularly. ET stands as a case 
history. Corporate disaster due to 
the underestimation of games 
lovers. 

Raiders of the Lost Ark was 
translated (also unsuccessfully) 
into the Atari game of the same 
name. It also inspired a whole 
'genre' of games, like Activision's 
Pitfall and Quicksilva's Fred. 


IF YOU though that the epic fantasy film 
was new, here's one that's celebrating its 
57th birthday, and still going strong. 
Metropolis is a touchstone lurking behind 
nearly every scrap of phantasmagoria pro¬ 
duced since it was made (in 1927!) Fritz 
Lang's original monumental vision has had 
its echoes in Blade Runner, Lord of the 
Rings, and Roger Dean-style artwork. And 
for my money—it hasn't dated so easily. 

Georgio Moroder thinks so too. He 
bought the film rights. He's coloured it 
and set it boogfie-ing along to modern 
music, like Pat Benetar and Adam Ant. A 
real stunner. 
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corner — 'body-blow, body-blow, jab, jab, 
UPPERCUT!!' (it can get pretty heavy when 
you're being egged on like that. . .) Your suc¬ 
cess, though, depends on the power-meter and 
the status-meter. The latter indicates (with 
alarming speed) your/the champ's respective 
stamina — a good series of punches and you can 
be on for a winning blow; a drop of guard, a kick 
right from the Champ and you're out of stamina 
and on the deck. The former shows your punch¬ 
ing power on a gauge which rises steadily as 
you attack fcnd flashes 'K.O.' when you've got 
your man on the ropes — miss it and you're back 
down the scale and in danger of a quick rally by 
your foe. The drawback unfortunately on both 
of these is their positioning — if you've got your 
chin down and your guard up then it's hard to 
check your situation. 

As in a real fight it's all against the bell, with 
the rounds lengthening as the fights get harder. 
If you fail to K.O. your man within the bell then 
you're out — there's no chance of a points deci¬ 
sion in this game! Between rounds your next 
opponents vital statistics (and we're not talking 
38-24-36 here) are flashed up (though far too 
rapidly for my liking) showing nationality, world 
ranking, weight, etc. and then it's back into the 
ring. 

For far too long ten-stone weaklings like myself 
have been knocked senseless by great muscle- 
bound idiots so it's a relief to find Punch Out 
offers a little hope away from the real fisticuffs. 
In just five sessions (at thirty pence a throw) I 
had personally floored such brutes as Glass Joe 
(rated ninth in the world — but just a sucker for 
my glove) Piston Hurricane and Bald Bull. And I 
was hardly sweating. Charles Atlas? Rocky? For¬ 
get it ... I was a contender! 


IF YOU, like me, have trouble fighting for air in 
most arcades then Nintendo's Punch Out could 
be the work-out you're looking for. 

Set in the grime and gore of the boxing ring. 
Punch Out brings you a blow-by-blow encounter 
with a series of ugly-mug pugilists — all of whom 
are intent on stopping you as you K.O. your way 
to the Heavy-weight throne. At each level the 
going gets harder, as the fights get longer and 
the fighters get stronger (and bigger and faster 
and meaner. . !) 

The games graphics are ruggedly simplistic 
with little more than the ropes, the ref and the 
canvas on show (though the latter is the last 
thing you want to see!) The atmosphere is heavy 
and the vox-box grim as it shouts 'Let's keep it 
clean . . . Now come out BOXING!' Visually 
you're represented by the ingenious bare-bones 
(literally) of a 3-D fighter who reacts with the 
speed of light to your every whim. Capable of 
nearly every move in the book (bar head-jobs of 
course) you use a combination of buttons and 
joy-stick to defend and attack in the finest Mar¬ 
quis of Queensberry tradition. 

The joystick enables you to weave your way 
through the round whilst keeping your guard up 
or down as the case may be. The buttons offers 
you the chance of counter-attack with left/right 
blows to the head or body. And when the time 
is right you get the chance to take a decisive K.O. 
blow with either a thundering uppercut or a 
murderous hook. 

The first opponent is a measly wimp of a man 
called Glass Joe — but even he poses a threat 
until the right combination of bobbing and box¬ 
ing is achieved — a matter of juggling thumb 
and joystick. Every punch thrown is greeted by 
cheers from the crowd and orders from your 

































'Cos if you're not, stay well clear of Nintendo's Punch-Out. DAVID 
DORRELL sags to the canvas with a streaming nose and a ruptured 
gut, while a smirking DAVID CORRIER snaps busily away from 
the comfort of his ringside seat. 


PUNCH-OUT's HEAVYWEIGHT HIERARCHY 

(in ascending order of pugilistic prowess) 

GLASS JOE — French, 
weedy and rated ninth in 
the world. 

PISTON HURRICANE — 
Cuban, hard and a bit of a 
heel, rated eighth in the 
world. 

BALD BULL — as mean as 
Mr. T and twice as fast, 
rated seventh. 

KID KWIK — American and 
faster than a McDonalds 
at getting you down. 

PETER PASTA — Italian and 
smarmy with it — a walk¬ 
ing Mafia man. 

MR. SAND MAN — World 
champ, American and 
guaranteed to put you to 
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EVER SINCE the arrival of the 
first Space Invaders machines 
just a few short years ago, 
the quality and realism of 
arcade games has been 
improving at an exponential 
rate. The games we play now 
would have been inconceiv¬ 
able in those early days. And 
yet despite this rapid advance 
I believe that we have not yet 
come anywhere near the 
form's ultimate potential. The 
video game of tomorrow will 
be as far removed from that 
of today as Dragon's Lair is 
from, well. Space Invaders. 
For this reason I'd like to 
speculate on the shape that 
this ultimate game of tomor¬ 
row might take. 

In the arcade of tomorrow, 
you are unlikely actually to 
see anybody playing a game! 
Rather, there will be groups 
of half a dozen or so enclosed 
'booths' clustered together, 
each just large enough to 
contain one player. Above 
each set of booths, a master 
screen will show a sample of 
the game, along with instruc¬ 
tions, details of price and the 
names of the high scorers. 

On finding a game that 
takes your fancy, you place 
your money (probably a five 
pound coin) in the slot of an 


unoccupied booth and step 
through the door. 

The booth is circular, with 
the controls mounted on a 
stick set in the floor which can 
be adjusted to suit your 
height. In the more uptown 
arcades, there may even be a 
chair for you to sit on during 
the game — though true 
video experts are likely to 
reject this as a distraction. 
You close the door and press 
the start button. The booth 
goes dark, and you enter into 
another world ... 


The canvas on which the 
action takes place is not just 
a small, flat TV screen, but 
instead consists of the whole 
of the wall in front of you! 
With full 180 degree projec¬ 
tion you really feel part of the 
game, rather than just an 
outside observer. What is 
more, the pictures are not just 
computer graphics, but are 
generated by laser disc tech¬ 
nology and are based on real 
photographic material. When 
combined with quadro¬ 
phonic sound, it becomes 
extremely difficult to remem¬ 
ber that it is not real but 
merely an electronic fantasy. 

The scene set— be it a view 
into deep space or an ancient 
castle — the game begins as 
your opponents come into 


view, strapped into their jet- 
packs or wearing their suits 
of armour (as appropriate). 
Nowthe reasons for the clus¬ 
ters of booths becomes 
apparent, for whilst some of 
the enemy are controlled by 
the computer, the rest of your 
opponents are your fellow 
players! And you have no 
way of determining which is 
which! Until, that is, you get 
close enough to make out 
their faces. For the 'men' in 
this game are not just anony¬ 
mous graphic blobs, but all 
have faces and features. 
Those belonging to the com¬ 
puter will have those chosen 
randomly from a stock of 
photographs, whilst those 
controlled by players will use 
photographs generated by 
the camera hidden in the wall 
which is constantly observ¬ 
ing you. And of course, just 
as you can see the faces of 
the others, so they can see 
you — and, if you are close 
enough in game terms, the 
microphone in your booth 
will allow you to talk to each 
other! 


Of course, if you have 
recognised one of your 
opponents as a friend you 
must then decide whether to 
work together or whether to 
kill him for the points. And if 
you decide on an alliance, are 


you sure you can trust 
him . . . ? 

Does that scenario have 
you drooling? Well, as any 
science fiction reader will tell 
you, that's just the start — 
there are many more possi¬ 
bilities, leading up eventually 
to direct mental stimulation 
and game control. However, 
I have deliberately limited my 
speculations for one very 
good reason. 


That is that everything I 
have mentioned above is 
possible today. The tech¬ 
nology already exists, it is 
simply a case of bringing it 
together. We have had the 
ability to produce the hard¬ 
ware for a long time — it is 
no more advanced than that 
of a flight simulator. As for 
the software, well, there are 
professional, industrial pro¬ 
grammers who are more than 
capable of handling the com¬ 
plex graphics manipulation 
required, whilst when it 
comes to the games side 
there is a vast pool of talent 
currently cutting their teeth 
on the home computers. The 
game I've described could be 
in the arcades within two 
years. All it would need would 
be an entrepreneur with a 
awful lot of capital — and 
even more guts! 
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second leg (the VCS being its 
first) with the 400/800 series, 
6502 machines ahead of their 
time in many ways, with 
sprites, 256 colours, RAM up 
to 48K and already-available 
disc drives and other periph¬ 
erals. Plus a vast, quality 
library of software in ROM 
form (not all of them were 
VCS upgrades). This range 
established a good user base 
in the USA; and as it was 
considerably better than 
anything up to Apple II sta¬ 
tus, dominated the lower- 
price market. Commodore's 
elderly PET and low-RAM 
VIC-20 paled alongside the 
Atari models. At the same 
time the company were 
committed to produce full¬ 
time for the seemingly ever¬ 
lasting VCS. 

The ball was first fumbled 
15 months ago, when Apple 
upgraded the II to the lie. 
Commodore introduced the 
"Vic-64", and at the same 
time it was becoming clear 
that Atari would soon have 
to choose between the 
videogame and computer 
camps. There is little doubt 
that there were voices in the 
company raised at this time 
arguing for an all-out com¬ 
puter strategy. Unfortu¬ 
nately there still were (and 
are) all those VCS owners out 
there. The company decided 
to continue pursuing both at 
the same time. It must have 
seemed a sane enough strat¬ 
egy then; though in retro¬ 
spect it seems clear that it 
served only to over-expand 
the company and spread its 
resources still more thinly, at 
a time when research proj¬ 
ects were already promising 
to take Atari further and fur¬ 
ther into more exciting and 
expensive areas than low- 


Midsummer is never a very good time for computer 
companies, but this July was disastrous for two state-of- 
the-art operations — America's Atari and Britain's Imagine 
Software. Deeply in trouble, short of money and beset by 
the fruits of several bum decisions, both operations all but 
closed down in their present form six weeks ago. What went 
wrong, what are the lessons for others, and can anything be 
salvaged from the wreckage? TONY TYLER assesses. . . 


REQUIEM 

AT 

SUNNYVALE 


Six weeks ago an American 
businessman named Jack 
Tramiel put 185 million dol¬ 
lars on the table under the 
noses of Mr Warner and his 
Brothers and a few minutes 
later was walking out of there 
with a company called Atari 
metaphorically under his 
arm. Tramiel had also guar¬ 
anteed to pick up Atari's 
debts — valued at three times 
the cash price-tag. All the 
same it was a chickenfeed 
purchase. By selling off the 
lion's share of Atari, Warners 
had put a stop to a miserable 
five years of steady losses 
and marketplace disappoint¬ 
ment. What went wrong? 

The answers must be, in 
no particular order, terrible 
management decisions; the 
existence of CBS-Coleco and 
the existence of Commodore 
International. 

Atari is the company who, 
more than any other — cer¬ 
tainly in the United States — 
began it all. It has been los¬ 
ing money almost ever since, 
certainly since founder Nolan 
Bushnell sold off his Sunny¬ 
vale operation to Warner and 
the Brothers more than five 
years ago for a multi-million 
sum. Despite an excellent 
early hardware design lead, 
high manufacturing stan¬ 
dards, and a second-to-none 
reputation as a games con¬ 
cern — not to mention a 
peerless coin-op division that 
has always been a pioneer 
(and indeed which Warners 
have hung on to) — the com¬ 


pany's men-in-charge then 
became confused over and 
over again. The way in which 
the US market at first shaped 
up nicely for the switch from 
games machines to com¬ 
puters, then changed its mind 

— then partly changed it back 
again and got 
interested in 
proper com¬ 
puters after all 

— led Atari's 


ATARISOFT 
STUFF: a move 
along the right 
lines, but it came 
too late. 


management to make a 
series of ghastly wrong deci¬ 
sions, blunders that unfortu¬ 
nately cost the company 
money and credibility at a 
time when the lead due to 
the Bushnell years was evap¬ 
orating rapidly. 

In hard¬ 
ware, the 
company 
had got off 
to a good 







































































































AFTER THE CRASH ... 


grade domestic computer 
manufacture. AtariTel — a 
grandoise networking plan — 
was hatched (and lingers 
yet). Widgets like AtariLab, 
and the usual controller 
additions — trackball, graph¬ 
ics pad, and so on — pro¬ 
ceeded more or less to plan. 
All these had to take up a 
share of the overall company 
resource. And Atari's prices 
made punters grumble. 


The next wave of hard¬ 
ware (Spring, 1983) was dis- 



THE 2600 VCS. It made 
Atari... 


astrous: the 5200 game 
system in tandem with the 
1200XL computer. The 5200 
was a re-boxed 400 com¬ 
puter with a widely-disliked 
joystick (it was never on sale 
in the UK), distinguished also 
for near-total incompatibility 
between it and the 2600VCS, 
for whose owners' sake the 
whole project had been laid 
on in the first place. 

The 1200XL was a com¬ 
puter, another machine fea¬ 
turing 100% incompatibility 
with any other Atari product. 
In retrospect it emerges as 
an early prototype for the XL 
range and should never have 
been marketed at all. The 
1200XL was ditched shortly 
after launch but the 5200 tur¬ 
keys on. Now, of course, it 
has been joined by yet 
another game system, the 
PRO 7800, compatible (at 
least) with the VCS. So that 
mistake has, at last, and 
much too late, been put right. 
And Atari finally has a pro¬ 
duct with which to make one 
last, despairing counterat¬ 
tack against Coleco. 

It was when Atari was first 
reeling away from the initial 
Coleco thrust into its tradi¬ 
tional turf that one began to 
hear odd stories filtering out 
of Ca. concerning Atari's 
desperate plight re: unsold 
VCS ROMs. As legend 
unkindly had it, the bulk of 
these were copies of those 
very Lucas/Spielberg movies 
— Raiders of the Lost Ark and 
E.T., particularly, as it hap¬ 
pens, E.T. — for which Atari 
had allegedly paid such 
enormous sums. As Parker 
have also discovered, good 
films as spin-offs are lousy 
compared to good arcade 
rights (though if these should 
also be based on films then 


you have a different story). 
Raiders was actually a 
thoughtful game which made 
much use of the VCS's capa¬ 
bilities; its trouble was it was 
too difficult. So it, and E.T., 
simply sat on shelves up and 
down America until store¬ 
keepers refused to take any 
more Atari cartridges unless 
the company helped them 
unload the deadbeats. Even¬ 
tually 450,000 E.T.'s were 
assembled, driven out to the 
New Mexico desert in a con¬ 
voy of twenty-tonners, and 
then buried — with the aid 
excavators and earth-mov¬ 
ers— in a gigantic hole in the 
ground not far from White 
Sands nuclear testing site; all 
under the silvery light of a 
Western moon. It's a nice 
story, anyway. 

Coupled with news of dis¬ 
asters real and embroidered 
came the news that the com¬ 
pany had bombed out on the 
Dow Jones for the second 
year running. The computer 
switch seemed to be hap¬ 
pening after all, just when 
Atari has lost its edge, and 
now Commodore, with its 64 
model, was making the run¬ 
ning. Legal gripes with Texas 
Instruments and the soft¬ 
ware houses Activision and 
Imagic — the first of a whole 
series of energy-sapping 
legal battles — distracted the 
company. At this time the XL 
models were only just 
appearing. AtariTel was get¬ 
ting nowhere, other widgets 
were more or less on time — 
but overall Atari wasn't get¬ 
ting enough of the new action 
to do more than slow down 
its rate of obvious decline. 
Staff were cut. Whole 
departments went, budgets 
were cut to the bone. Most 
of the manufacture was 
shifted to Taiwan and South 
Korea. 


Alan Alda was fired. 



With hindsight it seems 
that the company was more 
or less on course and con¬ 
ceiving the right ideas until 
the need for a 400/800/VCS 
general upgrade became 
obvious. Then the company 
wasted a whole critical year 
floundering about with the 
1200XL and the doomed 
5200, while wasting its 
diminishing strength trying 



The 800XL: a good machine 
and a good range — but 
again, it didn't make up for 
lost ground. 

to maintain a presence 
everywhere else on the com¬ 
puter front. In fact, they are 
still a year behind — a year 
they don't have. 

Inevitably this year's Dow 
Jones has been as bad as any 
in the past three years; and 
for some months before Tra- 
miel the company had been 
rumoured to be up for sale. 

Similarly the company are 
unlikely to abandon, after all 
this time, the 20 million VCS 
owners. (This of course is a 
partial argument for the 7800 
as well.) Therefore they must 
keep some software deve¬ 
lopment. This seems to mean 
a computer software divi¬ 
sion as well, so those jobs 
are probably safe too. This in 
turn supports the idea of 
continuing the hardware . . . 
and so it goes on. 

One area that must be 
taken care of is serious appli¬ 
cations software. Atari 
machines have been rela¬ 
tively ill-served in the past in 
this area, and the computers 
have suffered in the market¬ 
place as a result. The 64 is no 
better than the Atari as a 
games machine, and as a 
small business micro it only 
shows up well because of its 
software. Atari has never had 
this quality of business sup¬ 
port; nor sought it, alas. 

Above all the company has 
got to think international 
(AtariSoft is a good move) 
with all its heart — and this 
means bringing its prices 
heavily down across the 
board if it is to compete with 
Tramiel's old company, now 
emerging as the machine for 
the first-time buyer. Atari 
have already all but lost the 
videogame war with Coleco. 
Now, to survive at all, they 
must fight back, either there, 
or against Commodore in the 
computer market. 





T HEY HAD the highest pro¬ 
file of any British soft¬ 
ware company, games or not; 
they had some of the ritziest 
offices in microdom; they had 
had a series of high-scoring 
hits and possessed even 
higher hopes for the future. 
Despite this (cynics will say, 
'Because of this'), last month 
the mighty Imagine edifice all 
but crumbled into ruin, the 
first and (to date) most nota¬ 
ble of Great British Software 
Disasters. 

Putting aside fora moment 
the thought that the men at 
Imagine were not exactly top 
of the popularity stakes (the 
'they brought it on them¬ 
selves' theory, though how 
this works has yet to be con¬ 
vincingly demonstrated), the 


The Imagine 'A' 
Team: now 
relegated. 
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virtual demise of this once- 
towering operation is bad 
news for everybody. 

It's safe to say that 
Imagine's problems pro¬ 
bably began over a year ago, 
with over-expansion, over- 
confidence and a few runa¬ 
way egos wreaking havoc. 
The easy returns of the pre¬ 
vious year (1983) had con¬ 
vinced many — not just 
Imagine —that this business 
is replete with easy pickings. 
Add to that the pronounced 
showbiz mentality in games 
software writing, and you 
have a situation where 
several seriously wrong 
decisions can be taken with 
the utmost of ease. 

It now seems clear that the 
first major problem was an 
old favourite: overstocking 
coupled with a need for liq¬ 
uidity. Translated, that means 
duplicating too many copies 
of new games (and perenni¬ 
als), basing sales forecasts on 
a mixture of gung-ho opti¬ 
mism and overconfidence 
generated by previous, easy, 
high turnover. 

The second major problem 
grew out of the first. As is 
now well-known (but was 
heavily denied at the time), 
just before last Christmas 
Imagine were secretly 
approached by the publish¬ 
ers Marshall Cavendish, 
famous fortheir 'part-works'. 
MC wanted to produce the 
ultimate how-to computer 
p/w—^you guessed it, to be 
called INPUT — and as an 
incentive to buyers, they 
wanted to attach, to the cover 
of each issue, a freebie com¬ 
puter game or piece of 
instructional and entertain¬ 
ing software. Imagine tend¬ 
ered for the job and were 
given the contract. 

What went wrong? There's 
no doubt that the in-house 
expertise of the company 
was, and remains, fully suffi¬ 
cient to the task. It seems 
(here Unkind Legend once 
again takes over) that Imagine 
spent the advance of several 
hundred thousand pounds 
(not £5 million as rumoured 
at the time) on motorbikes 
and the pop-star-style fast 
living ... and woke up one 
morning to an acute case of 
deadline-itis. Here overcon¬ 
fidence again took over (it's 
said), and a load of substand¬ 
ard stuff was churned out 
very fast, and given to MC. 

However by this time MC 
had a very shrewd idea of the 
state of the art and what they 
knew told them that the con- 
tracted-for games were 
simply not up to scratch. They 


rejected them outright — 
which left Imagine in the 
position fo having to repay 
the advance (around a quarter 
of a million). And INPUT went 
on sale without anything 
attached to the cover at all. 

For Imagine, repayment 
proved so difficultthat within 
a day or so their problems 
(exacerbated by poor secu¬ 
rity— see below) had become 
common knowledge. It now 
seems clear that an emer¬ 
gency aid package, possibly 
from a merchant bank, came 
up with the cash, short-term, 
but (like the IMFgiving money 
to Mexico) imposed so many 
swingeing conditions con¬ 
cerning repayment and inter¬ 
est that if anything the 
company's real position grew 
actually worse. 

The directors— Dave Law- 
son, Mark Butler, Bruce Ever- 
iss and Ian Hetherington (plus 
one other mystery backer, so 
far un-named) — appear to 
have banked all on a recov¬ 
ery plan based on the follow¬ 
ing three stages. 

(1) Raise as much cash as 
possible on the sale of back- 
catalogue titles. 

(2) Trim the overheads to 
the bone. 

(3) Re-make the catalogue 
around the vaunted and 
much-hyped 'megagames' 
Psclapse and Bandersnatch. 

(4) Take it from there. 

(1) was partially imple¬ 
mented, not without major 
difficulty, laterthan had been 
hoped, and for a far lower fig¬ 
ure than can have been 
wished (to a company called 
Beau Jolly, reportedly for less 
than £1.00 per copy). Inci¬ 
dentally, it is widely thought 
that Imagine's half-assed 
attempt to lower their prices 
across the board (to £1.95 
from £6.95) at this time 
(shortly afterwards aborted, 
for reasons that were never 
very convincing) was an 
attempt to achieve (*1). Alas, 
a move that, six months 
before, would certainly have 
rescued them, came too 
late . . . 

The reduction of over¬ 
heads was relatively easy, 
considering the high profile, 
the six Liverpool offices, the 
abundance of staff and the 
high living. In fact, it turns out 
that not all of the famous and 
expensive motor cars actually 
belong to the company and 
therefore count as capital 
assets. Many of the cars are 
leased . . . 

Meanwhile, the main Sir 
Thomas Street office was 
closed, as were a couple of 
warehouses. Staff were laid 


off— especially bad news in 
Liverpool. 

As for (3) the 'mega¬ 
games', these remain an 
asset (and are duly being 
fought over by the survi¬ 
vors). It seems that by a com¬ 
bination of turbo-loading 
techniques and extra (don- 
gled) hardware, the com¬ 
pany were — are — on the 
verge of a new class of game 
altogether. Even so, as others 
are discovering (Hi, Ulti¬ 
mate!) the extra develop¬ 
ment time demanded by 
extra-good games costs 
money . . . cash the comany 
no longer had. 

The can of worms first 
opened up by the Marshall 
Cavendish fiasco reached 
ugly fruition two months ago 
with a sudden, new crop of 
rumours concerning the 
company. It was said that one 
(or maybee two) of the direc¬ 
tors had done a runner to the 
USA with a bag of money. 
Fist-fights were hinted at . . . 
Actually, it now seems as if 
Dave Lawson, the slight and 
quietly-spoken founder-fig- 
ure/chief programmer, and 
Ian Hetherington, the bulky 
former finance director of 
Imagine were in California 
last month: to raise money! 
It also seems as if they wer¬ 
en't too successful, since the 
rumour's final form now has 
Lawson and Hetherington 
forming an entirely new 
company called FinchSpeed 
(assets: the megagames; the 
company cars), while Mark 
Butler, already immobilsed 
by a bike crash, has report¬ 
edly been relegated to a 
second-row forward's slot in 
the new outfit (against his 
will). Meanwhile Bruce Ever- 
iss, former Operations Direc¬ 
tor, has departed altogether 
for pastures new . . . 

Finally, it was reported a 
few days before time of writ¬ 
ing that the rump of Imagine 
has recently sold off 111,000 
back tapes (presuambly ones 
that Beau Jolly didn't want) 
at (wait for it) 30p per copy! 
And a sinister note has been 
struck by the reported "inter¬ 
est” (absolutely nothing more 
as yet) taken by the Mersey¬ 
side Police in Imagine's 
affairs, especially involving 
non-payment to creditors. 

The easiest thing to say is 
that it was all inevitable. The 
combination of easy money, 
youthful self-confidence and 
more than a hint of meglo- 
mania, led to the Biblical 
result: unmitigated disaster. 
This would be easier to swal¬ 
low if it invariably happened. 

It doesn't. A great many pop 



stars are living, walking proof 
that ego, too much cash and 
big-headedness do not nec¬ 
essarily lead to ignominious 
downfall. 

The truth is that Imagine, 
for all their unfavourable 
image, were caught out, like 
others before them, by a 
combination of one or two 
bad decisions, a change in 
market trends and a contin¬ 
ual lack of ready cash. They 
also believed in themselves 
to a point where it became 
quite easy to ignore mount¬ 
ing evidence to the contrary 
... So have a snide laugh if 
you like, but don't laugh too 
hard, or you may not see 
something similar creeping 
up on you. Nobody is 
immune from failure. 

What now? Lawson 
remains an excellent games, 
designer, the megagames are 
probably very good — and 
that's all one can safely say 
at this stage. Start Agains- 
ville in fact. But perhaps the 
shock of the whole event may 
force realism on to the survi¬ 
vors: we may well hear more 
of FinchSpeed. 

Let's hope so. For despite 
all the hokum the disinfor¬ 
mation and the bragging, 
there was always plenty of 
talent there. 

Dave Lawson (right): still 
hanging in with FinchSpeed 
— or trying to. Mark Butler 
(left) now finds his position 
more uncertain than most. 
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Settle down 


to trouble free 


Computing with M.DJR 
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Announcing the birth of the personal information centre... 
... a new concept in intelligent sourcing of computer suitability 
to your needs, consultancy, purchasing, maintenance and repair. 


❖ EPSON FX80 £322 + vat 

❖ EPSON RX80 FT £226 + vat 
❖EPSON RX80 T £200 + vat 

❖ BROTHER HR5 £130 + vat 

❖ STAR GEMINI 10X £199 + vat 
❖STAR GEMINI 15X£297 +vat 
❖COLOUR MONITOR 

FIDELITY CM I4£185 inc vat 
❖HUNDREDS OF DISCOUNT 
PRICES. 



WE SUPPLY 
96% of all hardware 
98% of all printers 
all at discount prices 
Join MDR Now 


The MDR Membership Plan 


Cash with order. No need to 
join for purchasing, but it’s 
always better to look before you 
leap. 



❖SANYO MBC 555 + 

S Wordstar, Mailmerge, Calci 
Infoster £8 10 + vat 

❖EPSON PX8 + Wordstar, 
Protable Cardbox, Scheduli 
Protable CALC 
❖COMMODORE 64 

£148 + vat (j 
❖BBCB £315 + vati 

❖ ACT APRICOT 256K 2 x 3 
DD + MON £1,500 + vat 
❖FUTURE FX20 plus 
Spellbinder£l,593.75 +vati 
❖ORIC ATMOS 48K 

£132+ vat 
❖SINCLAIR SPECTRUM 41 
£98 + vat( 
❖ATARI 600XL £117+ vat 


DELIVERY £7.50 

IN LONDON DELIVERY FR 


HOW TO JOIN 

All you have do is write your name and address on the coupon below enclosing your cheque/P.O. for £ 10, made payable to: MDR Ltd and you will immediately be 
eligible for all MDR® services. Please allow 7 days from date of posting. (A certificate of membership is issued). Dealer enquiries welcome. 

. . . think of MDR® when you are about to purchase a micro, peripherals, or software whether it be for your business or pleasure, consult us for just about anything 
- MDR® will provide you with the correct answer for the right decision. 

.. thinking of purchasing? ... MDR® can provide you with the item of your choice at discounted prices of up to 20%! 


□ Think of MDR® like the A A if you like □ Membership open to business and home users! 


□ Up to 20% discounts on purchasing! 


□ 24-hour emergency service! 


□ Star Bargains! □ 48-hour replacement machine service! 

IMMEDIATE COVER - All for £10.00 membership fee!... remember, if we can’t help 
you, a full refund will be given! Join now, and settle down to Trouble Free Computing. 



r P 


Post to: MDR. Ltd, 27 Belleville Road, London, SW11 6QS. 


I 



Please find enclosed my cheque for £10.00 
I understand that I will automatically be eligible for MDR® services, and may 
days from date of posting and receive the service I require. 


NAME. 

ADDRESS 


27 BELLEVILLE ROAD 
LONDON SW116QS 
TEL (01) 2231613 


4 


CONSULTANTS, SUPPLIERS AND ENGINEERS TO HOME I 
AND BUSINESS COMPUTER USERS I 


TEL (Day).TEL (Eve). 

I require immediate service on: 

□ PURCHASING □ CONSULTANCY 

□ MAINTENANCE □ REPAIRS 

To help us serve you better, please enclose a brief of the service you require. 
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Family Fun 


‘Learning Box’ is a series of 8 complete 
programs based upon traditional 
children’s stories. Each has an educational 
purpose to help children from 4 to 8 get 
ahead with their reading and counting. 

More Than 
Just Software 

Each Learning Box contains the program, 
a beautifully illustrated storybook, a 
recording of the story, an overlay to 
simplify the Spectrum keyboard and a step 
by step Parent’s Guide. 


exciting but it also practises reading and 
spelling. 

Each program has up to 7 activities and 
games of varying difficulty. 

Order Now! 

Make learning fun for your children. 
Order your Learning Boxes now and 
postage and packaging comes free. All 8 
programs are available while stocks last. 
All you have to do is fill in the order form 
and return it to us with your cheque or 
Postal Order. Or you can use your Access 
or Barclaycard. 



Family Fun 

While your kids are driving Mr Mac’s train 
they’re learning to tell the time. When 
they’re concocting spells from The 
Magic Shop’ they’re learning to use 
money. Pulling up The Enormous Turnip’ 
or escaping with ‘Hansel and Gretel’ is 


Outstanding Value 

.95 

inc VAT 


£9 


Free postage & packing 

Dealer enquiries welcome to: Arrow Publications, Tel: (01) 387 2811. 


How to order 

Simply fill in the coupon, enclosing your 
cheque/PO made payable to: TBS, or use 
your credit card, and post to the address 
below. Please allow 28 days for delivery. 

Post this coupon NOW to: TBS, 38 Hockerill Street, 
Bishops Stortford, Hertfordshire CM23 2DW. 

Please send me: 

Qty Tick Box 

.... RED RIDING HOOD 
I can read words 

.... GOLDILOCKS ^ZI 

I can read sentences 

_5 LITTLE DUCKS 

I can count 

. . . . 9 CURRENT BUNS ZZ 

I can do sums 

-THE ENORMOUS TURNIP ZZ 

I can build words 

-HANSEL AND GRETEL 

I can spell 

-MR MAC’S DAY |ZZ 

I can tell the time 

-THE MAGIC SHOP ZZ 

I can use money 

All programs only £9.95 inc VATeach. FREE POST AND 
PACKAGING. 

I enclose my cheque/PO payable to TBS for £. 

Please debit my Access/Barclaycard (delete as necessary). 
CARD NO. 


NAME_ 


ADDRESS_ 


|SIGNATURE_ 


BK9 
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The Electron 
has added even more 
strings to its bow 


The list of top quality soft¬ 
ware for the Acorn Electron is 
growing all the time. 

As you can see, there’s already 
an outstanding selection of excit¬ 
ing programs covering everything 
from monsters to music and 
murder to marriage guidance. 

And ultimately, the Electron 
will enjoy a range of software as 
comprehensive as that of its 
illustrious big brother, the much- 
acclaimed BBC Micro. 

You’ll find all the programs 
featured here at your local Acorn 
stockist. (To find out where that 
is, simply call 01-200 0200.) 

Alternatively, you can send 
off for the Electron catalogue 
and order through the pos tby 
writing to Acornsoft, c/o Vector 
Marketing, Denington Estate, 
Wellingborough, Northants 

NN8 2RL. Tel: 0933 79300. 


GRAPHICS: Graphs & Charts, 
Creative Graphics, Picture Maker. 

BUSINESS: Personal Money 
Management, Desk Diary. 

EDUCATION: Tree of 
Knowledge, Peeko-Computer, 
Business Games. 

LANGUAGES: LISP, FORTH, 
S-Pascal, Turtle Graphics. 

GAMES: Starship Command, 
Monsters, Chess, Draughts and 
Reversi, Snapper, Meteors, 
Hopper, Sphinx Adventure, 
Arcadians, Free Fall. 

QUIZZES: Theatre Quiz, 
Crime and Detection Quiz, 
Music Quiz, History Quiz, 
Science Fiction Quiz, t.. I Do’, 
The Dating Game. 

CH1I DREN’S EDUCATIONAL 
SOFTWARE: Happy Numbers, 
Timeman One, Timeman Two, 
Wordhang, Happy Letters, 

Map Rally. 

I 4C0RNSSFT 
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For SPECTRUM 
By RON 
RIDGE 


Hang gliding in a city 
centre can be very haz¬ 
ardous to your health! 
On the way down you 
can cream into flocks of 
birds or plough into 
buildings — nasty. 
Then, if you miss the 
green landing spot you 
can break a leg. All fun 
stuff. 

Use the 'Z' key to 
control your descent 
and hit the green spot 
as many times as you 
can out of ten. Good 
luck, and don't break a 
leg! 


then 
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WE'VE GOT THE TALENT- 
and our games prove it! 

Amazing graphics, fast and furious action, challenging 
• strategy, compelling adventure - this first wave of games from 
TALENT has gotthe lot! 

Written by pro* >sional computer scientists using powerful new 
programming mques (which leave machine code standing), 
these gam- nave pushed home micros to the very limit! 
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ARCHIPELAGO 

Dare you venture into the ancient undersea labyr i nths 
which link the islands of the Archipelago? Fabulous 
jewels await you there - but the guardians of the 
treasure mark your every move, waiting to deal a 
swift and terrible vengeance. How long can you 
survive? 

A fast-moving, action-packed game with brilliant 
graphics, animation and music. 

Commodore 64 (joystick needed) Cassette £7.95 Disk £9.95 

KALAH 

One of the oldest games in the world! Originally 
played by Bedouins using pebbles and holes scooped 
in the desert sand, this strategy game has absorbed 
the mind of man for thousands of years. Superb 
graphics and music, with a choice of levels and depth 
of search. Easy to learn, fiendishly difficult to beat! 
Commodore 64 Cassette £7.95 Disk £9.95 

LASER REFLEX 

A new angle in alien zapping! Against a brilliant 
backdrop of stars, you must defend your asteroid 
base from wave after wave of swooping mutating 
starships. Your defence - a powerful laser deflected 
against a giant mirror. How long can you hold out 
before your defences crumble? 

BBC Model B Cassette £7.95 

Electron Cassette £7.95 


WEST 

A compulsive adventure game set in a ghost town in 
the Wild West. Your task - to flush out a gang of bank 
robbers and retrieve their loot - with only your trusty 
steed and your six-shooter to aid you! 

Test the speed of your draw, your skill at cards, your 
powers of survival! 

The first of a stunning series of adventure games 
from Allan Black, played in real-time. 

Commodore 64 Cassette £9.95 Disk £12.95 

BBC Model B (text only) Cassette £7.95 

Electron (text only) Cassette £7.95 

PANORAMA (H) 

An outstanding graphics package for the 
Commodore 64. Features include: free-hand 
sketches, circles, ellipses, block move, copy and 
reverse, magnification, choice of cursor, joystick or 
key control. PLUS texture definition and texture and 
colour fill. PANORAMA (H) uses the full colour 
facilities of the Commodore 64. Pictures can include 
text and can be stored and incorporated into BASIC 
programs. The program is menu-driven and comes 
with a comprehensive illustrated instruction booklet. 
We use PANORAMA (H) to create all the graphics for 
our Commodore 64 games. Need we say more? 
Commodore 64 Cassette £17.95 Disk £19.95 

SOFTWARE FROM SCOTLAND 


\Sfek 


j^RODUCTOftp 

r 

DISCOUNT ON ALL 
TALENT PRODUCTS! 

For ever y TALENT product you order, we ll 
deduct £2.00 from the price. 

This offer must end on August 31 st so don't delay - 
make sure you've got TALENT! 


INSTANT ACCESS 24HOUR ORDERING SERVICE TEL041-552 2128 


^ To: TALENT COMPUTER SYSTEMS 

FREEPOST (no stamp required) 
j GLASGOW G4 0BR 

^ Please send me the following items: 

f ZOMMODORE 64 Quant,t y 

X 

X 

X 

SPECIAL PRIC^ 

► PANORAMA (H) 

— 

Cassette (£17.95) 

□ 

£15.95 1 

PANORAMA (H) 

— 

Disk (£19.95) 

□ 

£17.95 

ARCHIPELAGO 

— 

Cassette (£ 7.95) 

□ 

£ 5.95 

ARCHIPELAGO 

— 

Disk (£ 9.95) 

□ 

£ 7.95 

KALAH 

— 

Cassette (£ 7.95) 

□ 

£ 5.95 

KALAH 

— 

Disk (£ 9.95) 

D 

£ 7.95 

WEST 

— 

Cassette (£ 9.95) 

□ 

£ 7.95 

WEST 

— 

Disk (£12.95) 

□ 

£10.95 

BBC MODEL B 

LASER REFLEX 

_ 

Cassette (£ 7.95) 

□ 

£ 5.95 

WEST (text only) 

— 

Cassette (£ 7.95) 

□ 

£ 5.95 

ELECTRON 

LASER REFLEX 

_ 

Cassette (£ 7.95) 

□ 

£ 5.95 

WEST (text only) 

— 

Cassette (£ 7.95) 

□ 

£ 5.95 


Total (includes postage and packing) 

I enclose a PO/Cheque to the value of £ .. 
Please debit my ACCESS 
Name (block capitals).. 

Address.. 

. Postcode . 


H 


COMPUTER SYSTEMS 

CURRAN BUILDING, 101 ST. JAMES ROAD, GLASGOW G4 ONS TEL 041 552 2128 


BK 2 

Signature.Tel.. 

Please allow up to 28 days for delivery. We shall not bank your 
remittance until your order has been despatched. 

Dealer enquiries welcome. Contact Veronica Colin on 041-552 2128 




































































oj'jzrrc-ri 04 for the Commodore 64 is ready 
to talk immediately on power-up, has an infinite 
vocabulary and extra BASIC commands. Retailing 
at only £29.95, SPEECH 64’s advanced 
features will give you, your family and friends 
lots more fun with your computer! Its sister unit 
^SPEECH — for the Sinclair Spectrum — is a 
smash hit in the OK and over 10 other 
countries, and has been awarded the CTA 
‘Product of the Year’ accolade. 


orcc^n 




- complete wun run 

documentation and two free full colour posters. 
Watch out for SPEECH 64 as it appears in 
retail outlets nationwide — or use the order 
form below, at no extra cost. 

_ 


_ 




SPEECH 64 is easy to use! It needs no 
software to be loaded, it does not steal RAM 
from the BASIC operating system, or stop 
arcade style action. 

With extended BASIC commands like SAY and 
its Text to Speech facility SPEECH 64 can 
be programmed in plain English, just like this: 

SAY “to say anything you want” 

You can choose from two different voices, each 
with programmable intonation, and other 
commands control the voicing of keys as they 
are pressed — a useful educational aid for 
young children. 


Computor Components Ltd 


To: SPEECH 64 Offer, P.O. Box 1, Gateshead, Tyne & Wear, NE81AJ 

Please Supply. SPEECH 64 unit(s) at £29.95 each inch VAT & P & P 

Name (please print) ......B K,1 

Address (please print) ....... 

.. Postcode .. 

1 enclose a cheque/PO payable to ‘SPEECH 64 Offer’ value £ ... 

or debit my Access/BarclayCard No. Q 


Signed (credit card orders not accepted unless signed)........ 

Credit Card Hotline 091 - 482 4683 Please allow 28 days for delivery. Offer valid (JK only 
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For BBC by A. TRENKER 
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I o 0 0 F 0 E N = 1 10 P s F’ F< 0 C KE Y: F : ’ R 0 C F s N E X I 

1001 IF EMIT GOTO 2000 EL.BE I FENG THE.M20 
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DO3 VDU10,10,1O:PRINTTAB(14)" SCQRE="; 
;ORE"/. s VDU 1 0 , 10 s *FX 1 2 , 0 

DO4 FOR T= 1 TO255STEP30 s SOUND 1. , 14 , T , 2 s 

XT;*FX15,1 

: 1 0 5 M $ = * 1 A N V K E V I' 0 P L A V A G A 1 N 1 ' 2 C - 4 2 A C R 
>8=7: PROCBI OLE TIER 2 VDU 10,10 , 1.0 2 RUN 
DOO DEF PROCINIT 

.) 1 3VDU23,230,28 , 73,93,127,127,93,8,0 
j 15VDU23,23 J , 32 , 1 20 , :!. 24,60,127,62,14,2 
j20VDU23,232,59,127,126,60,124,126,60, 


'55 .. O , 56,28,62 » 62,28,8 , O 

:34,62,99 , :l. j. 1. , 103,1 1 1 , 1 1 1 , 127 


:5VDU23 . 

.. ,,26VDU23, 

, 62 

9027 Fa™300 

9029 0=10 

9030 X/2“"RMD ( 6 ) i 6 

9031 DEFFNR«<RND(1)<I/ iO*<D/999 > ) 

9033 DEFFNF= (RND ( 1 ) < I /500) 

903 4 D E F F N 0 = (F a < 0) 

9035 DEF F Mi 1= < POI IT! ( X 7. *644 32 , Da ) =2) 

9 O3 6 0 E F F N 0 = (P O I i -i I < X “/. x- 6 4 i- 3 2,0 a ) = 3 > 

905 / i::: NV FT LOPE .1. 0,2 2,2 6 , :i. 2 „ 6 ,1 2 7 „ 0, O , 

I 27,126,0 

9038 DEFFWLF=<Fa<30ANDFa>27) 

9039 VDLJ23 , I , 0;; O; 0 5 0 
9040i ;:! 5 n 0 a r;: 7 8 O 
9090ENDPR0C 

9100 DEF PROG KIEV 

9103 IF FNG SOUND 1,2,40,5 sF%=FX+10 

9104 IFFNLF SOUND 1 , 1,30,30 2 F"/-=FZ.4 

9105 PR’ I NTT AB ( X a Da .1 ) Ur \R$ ( 32 > 

9110A=INKEY(1) 

91151FA=44 THEN IF Xa>1 THEN PR INTTAB(X 
a , Da ) CHRT32: X7.=X7. 1 2 PR I NT TAB ( X7., Da ) Ci-iR T2 
30s r m /m~F”/.■■■ 1 

91201 FA-46 THEN IF Xa< 19 TiiEN PR I NT TAB ( 
X A , Da > CURT 32:: X7.= X7.4- 1 - PR I NT TAB < X X , Da ) CURT 
230 sF%=F%.1 


9125 IF A =49 THEN IF P< 1 0 P=P+. 6:F"/.=FX.2 

9126 IF A= 81 THEN IF P >0 P=P .. 5 sF’ 4 =F 7.-3 

91 3 0 P RIN' t' T A B < X a , D a ) C H R $ ( 230 ) 

9131 SOUND 1, 1 0 , 120 -P* 10 ,1:SOUND 1 , 0 , 0 , 

0 

9132 PR INTTAB(X a,Da.2)CHRT(32) 

9140 D : ”D i -1 

9190 ENDPR 0 C 
9 2 O O D E F P R 0 C R 0 C K 
9205 COL...OUR 2 

92101 P F NR PRINT TAB(RND< 19 ) , 30 )CURT(RN 
D ( 3 ) T 230 ) ELSE PR I NT TAB < 0 , 30 ) ” ** 

921 1 IF FNR PR I NT TAB (RND ( 19) , 30) CF1RT (RN 
D (3) 1-230 > 

92 J 2 1 F FNR PRINT TAB(RND( 19 > , 30 )CURT(RN 
D ( 3 > i -230 ) 

9213 IF FNR PR INT TAB <RNDC 19 ) , 30 )CURT(RN 
D ( 3 ) i -230 ) 

'/2 1 4 I i :: FNR l :: ‘R I NT TAB (RND ( 19 ) , 30 ) CURT C RN 
D ( 3 ) 4-230 ) 

9215 COLOUR :l 

92 J 8 11 FNF COLOURS2 PR1NTTAB(RND < 19 ) ,30 
) Cl IRT ( 234 ) 

9219 COLOUR 1 
9220 VDU 10 

92 I P R I N I T A B ( X % , D a 1 ) C H R :$ (3 2 ) 

92 '/OF MDPROC 

9600 DEF PROCB 101 IT I PER 
960 1 PR I NT CFIRT < 128 i C) ; 

- 9602 PR I NT 1 AB (ACT-COBS ) CURT ( 1 41 ); NT 2 PR I NT 

CHRT ( 1 28 K.:) 5 : PR I ITT T AB (ACROSS) CHRT ( 1 41 ); M 
:$■ 

9605 ENDPROC: 

9700 DEF PROCF 

9705 PR INTTAB<O, 0 ) ; "FUEL "Fa 5 " TIME ”; 

INT(TIME/ 100 );V " 

9710 ENDPROC 
















Can it be those Invaders you are thrashing at 3.00am are the same ones 
you were belting at 7.00pm? You need an alarm clock like this useful 
time-tracking BBC utility from KIM ALDIS... 


THE FIRST LAW of comput- 
ing tells you real world time 
and key-bashing time are not 
the same thing. Doing a Fred 
Astaire on the keys for a sub¬ 
jective thirty seconds can turn 
out to be (have been?) three 
weeks when you look up at 
the clock on the wall. 

The Alarm Clock is one way 
of combating the alarming 
way in which time passes 
when hammering the keys. 
It's an interrupt driven rou¬ 
tine (more of that later) and it 
works with any BASIC pro¬ 
gram. Arcade games might 
cause a bit of a problem as it 
stands but if you trim it down 
a bit and shove it somewhere 
it won't get in the way you 
should be in business. 

In this listing the code is 
assembled in the user defined 
character area from &C00 but 
this can be changed by alter¬ 
ing the value of the variable 
'code'. Other possible areas 
are given later. 

Modes 

There is a slight problem — 
it only displays the time in 
mode 7. This is because it 
pokes directly into screen 
memory. For the benefit of 
the joker out there who's 
raising his eyebrows and 
saying what the hell use is 


that, there's good reason. The 
alternative method of getting 
the time on the screen is to 
save the current text cursor 
position, move it to the top of 
the screen, printthetime and 
then move it back to its origi¬ 
nal position. All very nice and 
hunky dory except for one 
small point. If you're editing 
a BASIC program there are 
two cursors. One where 
you're putting text and one 
where you've moved to with 
the cursor keys for copying. 
This makes life complicated 
when you return from the 
routine after it's finished 
printing the time. If you're 
editing you suddenly find 
yourself typing in the wrong 
part of the screen. OK clever 
boy? Whatever mode you're 
in the alarm still goes off fit 
to wake the dead so it's no 
big deal. 

Diversion 

So what's an interrupt? 
While the computer is run¬ 
ning your program it's also 
doing lots of other things in 
the background: like refresh¬ 
ing memory, scanning the 
keyboard etc. it looks as 
though it's doing more than 
one thing at a time but in fact 
all the tasks that need to be 
carried out in the background 


are copping bits of the CPU's 
spare time by generating 
interrupts. If, say, the key¬ 
board wants some attention 
it gives the CPU the elec¬ 
tronic equivalent of a tap on 
the shoulder and utters the 
immortal words, 'Over 'ere 
John'. The CPU tidies up its 
current task and then diverts 
its attention to whatever has 
interrupted it. When it 
finishes it carries on with 
what it was doing in the first 
place. 

Eventful 

The thing about interrupts 
on the BBC is that they're a 
piece of cake to get at. Under 
certain conditions some¬ 
thing called an Event is gen¬ 
erated which can be made to 
cause an interrupt (when 
events are 'enabled'). A list of 
events is given for all to see 
on Page 425 of the Acorn 
Bible. For an alarm clock it 
seems sensible to use the 
'interval timer crossing zero' 
event. Set the timer to minus 
one, it counts up and when it 
crosses zero it generates an 
event. All we need is to write 
a routine which increments a 
counter in memory, displays 
the counter in terms of hours 
and minutes and reset the 
timer to minus one so the 


whole process can then start 
all over again. 

Breakdown 

The nice thing about an 
interrupt driven routine is it 
carries on even when you 
junk the program that caused 
it and run a new one. So now 
you know. Big Brother Clive 
and the Quantum Lunch-pail 
aren't the inventors of multi¬ 
tasking. 

Just by way of added value 
the routine includes a little- 
known way of disabling the 
Break key! When Break is 
pressed the operating system 
looks at location &287 for a 
JMP instruction. If it's not 
there it carries on and does 
its suicide number as per 
normal. Flowever if there is a 
JMP it does two jumps to the 
address held in the next two 
bytes, firstly with the carry 
flag clear then, after the 
system has been reset with 
the flag set. 

The listing is well struc¬ 
tured and REMmed so it's 
fairly easy to follow. Line 150 
disables events (if you don't 
do thisthen while the code is 
being assembled then the 
interrupt only has half a rou¬ 
tine to go to. The computer 
promptly knots its knickers 
and refuses to talk to you). 
The registers have to be 
saved before and restored 
after the routine is entered in 
order that the operating 
doesn't get upset when it 
goes back to its primary task. 

To use the clock just enter 
the time and alarm at the 
appropriate prompts. Once 
set it carries on quite happily 
whether there's a program 
running or not. Even press¬ 
ing BREAK has no effect on 
it. To change the time or the 
alarm just reload the pro¬ 
gram and run it again. 

Codes 

If you want to use the user 
defined characters then try 
altering the value of code to 
one of the following: 
code-&800 . . . sound and 
printer buffers. 
code-&900 . .. cassette out¬ 
put buffer. 

code = &B00 . . . soft key 
buffer. 

code^&DOO ... if you use 
discs forget it, if not it's pro¬ 
bably the best place for it. 

Remember putting things 
into buffers that aren't meant 
to be put there can produce 
strange results. Of course, 
you could always take the 
view that as you've paid the 
the thing you might as well 
do what you like with it. 

Full listing begins oppo¬ 
site. Remember, careful typ¬ 
ing and checking is the BIG K 
key to smooth-running pro¬ 
grams. 








































,0 REM" *********************** 

20 REM" * ALARM CLO K - 

11 PEM" * KIM OLDIS 

50 REM" *********************** 

60 

70MODE7 

90OSWORd2fFF 1 : OSMRCH-fcFFEE : OSBYTE-&F 

100scree-n=&70 
1lQF'ROCass 
120PROCsetbreak 

13 0 P R 0 C s e t t i me 
140END 

15 0 D E F P R 0 C a s s 
160*FX13,5 ... 

170 FOR IX=0 TO 2 STEF 
180 p*-." code 
190COPT i*; 

S00BCC end 


230STR S.220 t 

240LDR #clock DI'v 
2503TR &221 
260LDR #14 
270LDX #5 
280JSR OSBYTE 
290. c 1. ock 
300PHP 
310PHR 
320TXR 
330PHR 
340TYR 

. SAVE REGS 

3 7 0 j s R w r i t ec 1 o c k 

380JSR i nc„t :i. me 

390JSR print... time 

400PLR 

410TRY 

420PLR 

430TRX 

440PLR 

450PLP 

460- end 

470RTS 

480.write.clock 
490LDX #c l ock _paras k >•• 
500LDY #c 1 ock _paras 0 •'•' 
S10LDR #4 
520JSR OSDIORD 
530RTS 

540. rnc._tir.'e 
550SED 
560LDR secs 
570CLC 
580RDC #1 
sgfiSTR secs 

600CMP #^60 
610BM1 endl 
620LDR #0 

630STR secs 
640LDR m :i. ns 
S50CLC 
660RDC #1 
670STR mi-ns 
680CMP #t:60 
690BNE endl 
700LDR #0 
718STR mins 
720LDR hours 
730CLC 
740RDC #1 
750SIR hours 
760CNP #t:24 
770BHE endl 
780LDR #0 
790STR hours 
800.endl 
810CLD 

820LDR hours 
830CMF alhours 
S40BNE out 
850LDR mins 
860CMP almins 
870BNE out 
880LDR secs 
890CMP #10 
900BPL out 
910LDY #0 


xof routine 
■-at event vector 


••-events 
. •=: .3. v e r e 9 i s -1 e r s 


--restore 
••-re 9 i sters 


••-update counter 


-check for 
-time reached 
..alarm setti ng 


"•••update fcrttr, 
"••Find top of 

'•-•screen 


‘"••update screen 

--•display of 
-••time 


'•••convert to 
"••dec i ma 1 f 0 r 

■■•display 


930LDR #7 - a "1 ■ 

940.JSR OSWRCH 9 

950LDA -“* a9e 

960JSR OSWRCH 
970INY 
980CMP #;i 0 O 
990BNE alarm 
1000 .out 
1010RTS 
1020 V 

1030.print time 
1040LDR 8,350 
1050STR screen 
1060LDR 8:351 
1070STR screen *1 
1080LDY #0 
1090LDR hours 
1100JSR print 
1110LDR #RSC":" 

1120STR scr ee n > , y 
1138INY 
1140LDR mins 
1150.JSR print 
11601.DR #RSC " : " 

1170STR < screen :> y 
1180INY 
11.90LDR secs 
1200.JSR print 
1210LDR #RSQ" " 

1 c. 0 S f R r s c r e «• -,••, •. y 
1230RTS ~ ■' 

124 0.print 
1250FHR 
1260RND # 8 ,F 0 
127@CLc 
.1280ROR r 
1290ROR R 
1300ROR R 
1310ROR R 
1320CLC 

1330RDC #RSC" 0 " 

1340STR '-screen:, y 
1350INY 
1360PLR 
1370RND # 8 ,F 
.1380CLC 

1390RDC #RSC" 0 " 

1400STR screen :. y 

1410INY 
1420RTS 
1430. hour*: 

1440EQUB 0 
1450. m :i. ns 
.1460EQUB 0 
1470.secs 
1480EQUB 0 
1490.alhours 
1500EQUB0 
151 0 „almins 
1520EQUB 0 
1530.message 

1^40 EQUS STRING®.:: 20 . " " ,,r H P. - n, 

1 550. c l ock _paras EHkfc&tiD 

1560 EQUD e,FFFFFF^r 
1S70EQUB&FF 
15803:NEXT 
1590E N D F 1 R 0 r: 

1 600DEFPROCset Mm* 

1610CLS 

1620PRI NT ■• ■• " ENTER T T ME " 

16301NPIJT " HOURS " ,'hr«-$ 

1640 INPUT "HI NS 

>*Mr.^-EVAL< mns« > " & " +M,>S * : hrs5s 

1S80PRINT-" ALARM" 
lpyeINPUT"HOURS" . .3 1 hr - * 

I700INPUT"MIN8"^i^U $ 

athrix=EVRLT m * lm P** as,, 8 ‘ ,, +*lmi 

1 7207 a 1 hours-., 1 hr-v ‘ ?^ ? "f " S * E ' VflL< * 1 
J 780RR T NT •• .. rr 4 . " - s«. 1 P 11 ns-a l mnsX 

I^INPUWssJ^ HeSSa9e •- 
lF50me S s*=mess*+C H R* & A 
1 b0$message=mess$ 

1770ENDPROC 
1 WODEFPROCse tbr^-a k 

1790? 8 ; 287=&. 4 r: 

180078,288-code MOD 256 
16 * 1 0 Mi:283-code DIV 2^6 

1820ENOPROC 


-storage area, 
•for counters 
■and message 
















Says KEVIN TOMS, whose 
Football Manager prog has gained 
cult status. NICKY XIKLUNA 
blows the whistle • . • 


HE WROTE ONE 


KEVIN TOMS is TALL. It's like 
interviewing a tree. Except 
that no mere tree could write 
a computer game like Foot¬ 
ball Manager. 

Football Manager — for the 
few non-initiates — is a strat¬ 
egy game which involves you 
in the raw economics of the 
sport. You decide on the 
players, bid on the transfer 
market, shell out wages and 
balance your economies. As 
you make your way through 
the leagues towards t'Cup, 
you are rewarded with 
graphical action sequences — 
"highlights" — from the 
matches you've played. The 
outcome, Brian, is not pre¬ 
dictable. 

Two years ago, in a Milton 
Keynes basement, the six and 
a half foot frame of the brain 
behind the (big) boots was 
bent in two as he stuck cas¬ 
sette labels onto his first 
ZX 80 versions of Football 
Manager. 

Big Kevin gave up his job 
as a Cobol programmer, and 
put all his bytes in one (mail¬ 
order) basket bid. Right on 
cue, Uncle Clive brought out 
the Spectrum. That night, the 
ZX 80 waned forever. Big Kev 
transferred his prodigy to the 
Spectrum with marathon 
speed. 

Football Manager has been 
transferred to the Beeb, and 
more recently to CBM 64. 
With improved graphics — 
the mode 7 pin-men have 
metamorphosed too, into 
solid flesh thanks to ex-YOPS 
programmer Peter Lunn. 
Overall the game has sold 
some 100,000 copies, the sole 
commodity that keeps Add¬ 
ictive Games' four personnel 


in his personal league of 
computer soccer games, 
saying: "I'm not even sure 
that it's a game at all.. . could 
be useful — to Football Man¬ 
agers!" 

Does the author have any 
ambitions to change art into 
life, and manage a team some 
day? 

"Nope. I'm happy with 
what I'm doing. I just want to 
be the best in my field — 
that's all! 

Tom's favourite games are 
Buck Rogers in the 21st Cen¬ 
tury and Pole Position. "My 
all time favourite is Twin 
Kingdom Valley. I don't play 
many games." 

Secondary ambitions? "I'm 
very keen on getting hold of 
a good music synthesiser, like 
Alpha Centuri or an Apple. It's 
very arrogant, but I want to 
compose, and believe I can." 

He confides that his 
favourite music is — heavy 
metal (yeccch!) Yes, this 
gentle giant gets his head 
down and knees up to the 
dulcet strains of Black Sab¬ 
bath and Rainbow! He admits 
to having wild day-dreams 
about rock-stardom. 

"I like being recognised. It's 
nice to get feedback — when 
people say they like what 
you've done." 

What is it with these pro¬ 
grammers? They're all per¬ 
formers! Could the patient 
detailing of those obedient 
on-screen sprites hint at a 
deeper desire for the capti¬ 
vation and control of mas¬ 
sive audiences? Or are music 
and maths inextricably linked 
in their dark souls? I'll let you 
know when I've got some 
more evidence. 


employed. Kevin Toms has 
thereby changed his title from 
"Chief Label Appender" to 
"Chief Games Designer". 

Big Kev was once Little Kev, 
and that's when he started 
creating board games. Later 
he made calculators play 
games! He had several 
attempts at designing a foot¬ 
ball board game, but found 
that the necessary simplifi¬ 
cation ruined any sense of 
realism. With the advent of 
the home micro, the scales 
dropped from his eyes. But 
even now, 27-year-old Kev 
continues to think of himself 
as a games man rather than 
a computer man. 

"All games are pure enter¬ 
tainment. They workthrough 
the effect they have on emo¬ 
tions, just like music or a 
novel. Now that's an entirely 
different approach to just 
branching over from pro¬ 
gramming. What's needed is 
to bring the experience of an 


old skill to a new industry. 
For example, all graphics 
should have a use. They 
shouldn't just look pretty. 

"I don't like making things 
up. I enjoy working within 
constraints. The appeal of 
Football Manager lay in the 
fact that everyone was famil¬ 
iar with the game." 

Surprisingly, Brian, Kevin 
Toms is not an out-and-out 
football fanatic. Having been 
sprogged in Paignton, Devon, 
he supports Torquay, in a 
lapsed kind of way. 

"Football? Aterrible sham¬ 
bles. I used to attend matches, 
but I got put off, along with 
many others. The managers 
just had no idea how to 
organise entertainment. 
They've never advertised and 
they can't stop the hooli¬ 
gans." 

'Twas in Issue One of this 
very organ that Arsenal mid¬ 
field player Charlie Nicholas 
placed Football Manager first 




















































FROM BRITAIN'S MOST 
POPULAR HORROR FILM 
COMES A MOST 
EXCITING COMPUTER GAME 


A FAST MOVING GAME 
OF SKILL AND STRATEGY 
FOR THE COMMODORE 64 


THE GAME THAT GUARANTEES SLEEPLESS NIGHTS! 


< 6**4 


AVAILABLE FROM 
ALL GOOD COMPUTER 
GAMES STOCKISTS INCLUDING 
THE VIDEO PALACE 
100 OXFORD STREET, LONDON W1. 




DISTRIBUTED BY 
PALACE VIRGIN GOLD 
69FLEMPTONROAD, 
LONDON ET07NL 
TELEPHONE: 01-539 5566 


275 PENTONVILLE ROAD, LONDON N1 9NL 















OTHER 
CHANNEL 8 
SOFTWARE 
TITLES 

SHEAR PANIC 
THE BLACK SQUID 
THE CONSTRUCTOR 
I SPY FOR KIDS LANDER 
PRIMARY MATHS 
MATHS TUTOR TODDLER TUTOR 
'GOTCHA' MATHS 
ASTRAL ZONE 


FEASIBILITY EXPERIMENT 
TEN LITTLE INDIANS 
THE WIZARD AKYRZ 
ARROW OF DEATH PT. 1 

ESCAPE FROM PULSAR 7 




.THE GOLDEN BATON 
ARROW OF DEATH PT. 2 
PERSEUS & ANDROMEDA 
THE TIME MACHINE 
WAXWORKS CIRCUS 


including VAT. 


‘Oh Borzak**?!’ Don’t curse too 
loud if you can’t get him back to 
his ship. 


CHfvm 


51 Fishergate, Preston, 
Lancs PR1 8BH. 

Tel: (0772) 53057 


WSOFTUJflRF 


Selected titles available from larger branches of K ^P u JPy , Greens at Debenhams, Lewis's, Spectrum dealers 
and good computer shops everywhere, (in case of difficulty send P.O. or Cheque direct). 














































TURBOCHARGE 
YOUR SPECTRUM 



Outperforms any Spectrum interface 



The unique Turbo interface from Ram gives you all these 
features - and more - in one unit: 

* A variety of interfaces including Rom cartridges, two 9-way D plugs 
for standard joysticks, PLUS full expansion bus at rear 

Hs Compatible with Kempston and Protek protocols. 

^ Works with latest Quickshot Mk II auto rapid-fire joysticks! 

* Choice of Rom cartridge or tape cassette software. 

& Instant program loading with cartridge software. 

* Built-in power safety device - unique to Ram Turbo. 

Full one year guarantee. 

% Immediate availability- 24 Hr despatch on receipt of 
PO./creditcard details (cheques-seven days) 

^ Incredible value-only £22.95. 

So don’t wait around - simply complete 
the coupon and send it to us today. 


Or call our credit card hot line on 02514 25252. (Access and 
Visa welcome). 

Ram Electronics (Fleet) Ltd, 106 Fleet Road, Fleet, Hampshire 
GU138PA. 


I 


Please send me: 

-Spectrum Turbo Interface® at £22.95 

+ £1 p+p (overseas orders £3 p+p) 

-Quickshot II Joystick® at £9.95 

(Only when purchased with Turbo-normally £12.95 +£1 p+p) 
I enclose cheque/postal order or charge my Access/Visa for £_ 

V7% | 



n i i i i i i t 



.Tel. 


To: Ram Electronics (Fleet) Ltd, 106 Fleet Road, Fleet, Hampshire GU13 8PA. 

B > G * 


J 

Trade and export enquiries welcome. 
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Taskset 



We're only writing games, and we're only writing for the 64. Rely on us to bring you the greatest games, 
the greatest concepts and the greatest value. 



The complete deep 
space saga. A radical 
joystick action can bring 
inspired flexibility and a 
horrific kill-rate. The 
outstanding graphics 
include highly detailed 
craft and lots more than 
eight sprites at once. A 
full music and effects 
sound track 

accompanies the action. 
All these features 
combine with player 
options and a top 20 hi- 
score table to set new 
standards in hi-tech 
slaughter. 




**** panercrir mr ^ 


A brand new character 
game. Poor old Bozo, all 
he has to do is to get 
home after a night out 
with the lads. That’s 
easy until a wobble 
becomes a lurch and a 
stagger. Later into the 
night, all rules go out of 
the window as he 
disbelieves what’s 
happening in front of his 
blood-shot eyes. An epic 
journey with ultra¬ 
smooth graphics and 
sprites which run rings 
round normal games. 



SUPER PIPELINE 


All available now on cassette or disk. 



JAMMIN’ 

Unlike anything else, a totally musical game yet 
highly colourful. Guide Rankin’ Rodney through 
the top 20 mazes - each with an interactive rock 
sound track. Gather the instruments and make a 
band but watch out for bum-notes, dischord and 
that most deadly effect - distortion. If you've 
never heard the full music capabilities of the 64, 
grab an instrument and join the band. 


Keep the pipeline open. Foreman Fred and 
Plumber Pete have their work cut out. The evil 
ladderman drops metal wedges to plug the 
pipeline - and only Pete can fix 'em. Pete trusts 
Fred to defend him against the six-legged 
Venusian pipe spiders and the hard case lobster 
while he knocks out the plugs and restores the 
flow. Full accompanying music and effects, 
options and hi-score table. 


COSMIC CONVOY 

Just surviving is not good enough in this giant convoy. Control 
three fighters at once, to defend the huge transporters as they ply 
between the planets. Only those transports reaching planetfall will 
gain galactic credits, and no-one expects promotion for losing the 


entire fleet. Which freighters must be sacrificed to get most cargo 
to the next planet. Full sound options and hi-score table complete 
the arcade package. 


TASKSET LTD - The Specialists 

Naturally, everything we've written for 
the 64 is available on either cassette or 
disk. 

Selected titles available from: 

W H Smith, Boots, Menzies and all good 
computer stores. 

Major distributors include 
Microdealer UK, Websters, Centresoft 
and P.C.S. 

All games are the exclusive copyright of 
Taskset Limited. All rights are reserved. 
Be warned, infringement of those rights 
is an offence. 
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© MCMLXXX1V TASKSET LTD 13 High Street, Bridlington, Yorks Y016 4PR. 0262-73798 


Taskset Ltd 

13 HIGH STREET BRIDLINGTON Y016 4PR 

ACCESS ORDERS (0262) 73798 24 HOURS 

Dealer enquiries welcome (0262) 602668 
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Ail orders for goods supplied through the On Line system will be fulfilled by Empire Stores Ltd., at 18 Canal Rood, Bradford. West Yorkshire. This scheme is available to any applicant under the age of 19 

For current interest rate please ask at your local NatWest branch. 


















HERE IT IS folks — the game 
I promised you in last month's 
issue. Not only have I used 
redefined character sets but 
also Antic mode 4, the multi¬ 
coloured mode. There are 
also a few little extras here to 
whet your appetite for future 
instalments. 

One useful technique I have 
incorporated is that of mov¬ 
ing players by string manip¬ 
ulation. One of the Atari's 
stronger characteristics is its 
string handling capabilities. 
For those of you who have 
tried to move players from 
Basic you know only too well 
just how slow vertical move¬ 
ment can be. Using strings 
this program has been writ¬ 
ten entirely in Basic and the 
vertical movement of the 
missile is fairly fast. 

The musicforthis program 
has not been done by using 
the SOUND statement. My 
thanks for help on this must 
go to a friend of mine called 
Brian Lee. I am what you 
might call tone deaf and Brian 
is a musician. He did the pro¬ 
gramming for the song 
'Messing about on the river' 
entirely using POKEs. 

The general idea of the 
game is quite simple. You are 
steering a boat down a stream 
with boulders in it to block 
your way. You have to tor¬ 
pedo them to stop yourself 
from crashing. As the pro¬ 
gram stands it is very simple 
and does have one or two 
quirks. The first is that with 
careful shooting you can blast 
your way through the grass 
verges and create a new river! 
This should be very easy to 
program. Alas, I did not have 
the time, as I was trying to 
sort out the other problem. 
Occasionally the boat crashes 
without hitting a rock! 
Whoops! Despite my many 
efforts I still cannot crack that 
one although as I write this 
accompanying article I think 1 
know what the problem is. 


The following is a line by 
line analysis of the program. 

10 — DIMension the arrays 
used. 

20 —Start with the title 
screen and music. 

30 to 90 — Set up strings and 
variables used. 

100 to 135 — Set up player 
missiles. 

150 to 190 —Sets up first 
screen. 

200 to 360 — Main program 
loop. 


2 io — Works out where to 
place boulders. 

220 — Prints next part of 
river thus scrolling screen 
upwards. 

230 — Resets RVs. 

240 to 252 — Varies position 
of river on screen. 

260 to 280 — Reads joystick 
and gets ready to position 
boat. 

290 — Checks fire button 
and torpedoes not already 
fired. 

300 If no torpedo jump firing 


section. 

30 to 330 — Moves missiles. 
340 to 360 — Checks for 
crash of boat. 

500to 540 —Missile hit 
routine. 

2000 to 2060 — Boat crash 
routine. 

3000 to 3050 —Create 
custom display list. 

4000 to 4080—New 
character set generation. 
5000 to 5280 — Title screen 
and music. 

6000 to 6030 — Game over. 


CO 


10 DIM AT ( 512) ,DOATT * 20) ,GRASS*(40) ,RV 
T <12), BUL.LT (9) 

20 GOTO 5000 s REM ***MUSIC 
30 BOATT= " COJCOCM < * < < < 

40 AT -" ■*": AT (512)=" s AT (2) -AT 
50 BUL.LT-" 

60 RVT="ttttTTT! ! TTTtttt" 

70 GRASST-"**" s GRASST (40) -"**" s GRASST <2 
)-GRASST 

90 SC-0:SL-80s TB-13:HS-0:LI-3:BG-0.7 
95 REM *** SET UP PLAYER MISSILE AREA 
1OO V-PEEK(134)+PEEK(135)*256 
1 10 F*- (PEEK (106) -16) *256+1024-PEEK (140 
)-PEEK(141)*256 

12 O P O K E V+3, IN T (P / 256) s P O K E V+2, P ~ 2 5 6 
*INT(P/256) 

130 POKE 54279,PEEK(106)-16 sPOKE 559,6 

2:POKE 53277,3:POKE 623,1 

135 AT(30,50>-BOATT 

140 REM ***SET UP REDEFND CHARS 

150 GGSLJB 4000 

160 GGSLJB 3000: REM DISPLAY LIST 
170 Y-120:POKE 53240,Y s POKE 704,54 
180 FOR 1=0 TO 20: PRINT "WUWWtWWfl 
! 1 TTTtttt******tt^ 1 : 

NEXT I 

190 SOUND O,SL,6,6:SOUND 1,0,0,4s POKE 
53270,O:FL-0:FIRE-0:TB-13 
200 REM START MAIN LOOP 

210 IF FL=1 THEN X-1NT(8*RND(0)+3) : RVT 
(X , X) — " ST 1 

220 PRINT GRASST(1,TB) 5 RVT S GRASST(1, ( 3 
9-TB-12)) 

230 RVT-" ****TTT! !TT$*ttt":FL-0 
240 FL-(RND(0)>B0> 

250 TB-TB+INT(3*RND(O)-1> 

251 IF TB—0 THEN TB-1 

252 IF TB—27 THEN TB-26 
260 JS-STICK(O) 

270 IF JS-U AND Y>50 THEN Y-Y-2 
280 IF JS-7 AND Y<200 THEN Y-Y+2 


290 IF STRIG(0)—0 AND FIRE-0 THEN FIRE 

=1:MX-50:POKE 53249,Y-l:MY-Y-1 

300 IF FIRE-0 THEN 330 

310 AT(256+MX,256+M X+9)—BULLT 

320 MX—MX+4: IF' MX>110 THEN FIRE-O: AT (2 

56+MX , 256+MX+9) =" *•**•***•*<**" 

330 POKE 53248,Y 

340 IF PEEK <53252)01 THEN IF PEEK (532 

52) 05 THEN IF PEEK (53252) < >4 THEN 200 

0 

350 IF FIRE-1 THEM IF PEEK(53253)<>1 T 
HEN IF PEEK(53253X>5 THEN IF PEEK(532 

53) 04 THEN GOSLJB 500 
360 POKE 53278,0:GOTO 210 

500 SOUND 2,10,0,14:SOUND 0,0,O,0:SOUN 
D 1,0,0,0:HX-(MY—48)/4:HY=(MX-32 )/& 

510 COLOR 36: FOR I — 1 TO 1: FOR J —1 TO 
1 :PL0T HX+I,HY+J:NEX7 J :NEXT I 
520 P0SIT10N 0,23:FIR E -0:P0KE 53249,0: 
AT (256+MX , 256+14X+9) — " WVVWWW" s SOU 
ND 0, SL..,6,8: SOUND 1,8,0,4 
530 IF SC-250 OR SC-500 OR SC-750 OR S 
C-1000 THEN SL-SL- 10:BO-BO-0. 1 
540 SOUND 2,O,0,0:SC-SC+10:RE TURN 
2000 SOUND 0,0,0,0:SOUND 1,0,0,O:POL L 
53278,0 

2010 FOR 1=0 TO 255:POKE 704,I:SOUND 2 
,1,0, 14:NEXT I:POKE 704,54:SOUND 2,0, <> 

,0:LI=LI-1 

2020 POKE 53249,0:POKE 53248,0:GRAPH! (: 

S 18:POSITION 4,2:? **6;"SCORE = "5 SC: 

POSITION 4,4:? **6; "LIVES = ";LI 

2030 IF L1=0 THEN 6000 

2040 POSITION 4,6:? **6; "PRESS 

2050 IF STRIG(0) THEN 2050 

2060 AT (256+MX , 256+MX+9) =" WWW+ +* 

":GOTG 160 

3000 GRAPHICS 0:P0KE 752,1:POKE 82,0:P 
OSITION 0,0:POKE 708,152:POKE 711,23 
3010 POKE 756,CHSET/256 

3020 DL-PEEK(560)+256*PEEK(561):POKE D 



Although this may detract 
from the game slightly it was 
only intended as a demon¬ 
stration. However, if you 
manage to solve it and let me 
know I will give a prize of one 
cartridge game from my own 
collection to the person who 
best solves it. So program¬ 
mers, get cracking. 


























in in ill 



L 

303C 
304C 
.305C 
400C 
030 
401C 
402C 
8+1 
403C 
404C 


68:POKE DL+28,0 

) F OR 1=6 TCD 27: P0KE D L +1,4: N E X I 1 
'» POKE 559,62: POKE 53277,3 
D RETURN 

:> C H S E T=256* ( P E E K (106)- 8) : R E S T (3 R E 4 


- ) READ A: IF A-— 1 THEN RETURN 
0 F0R I=0 r0 7:READ B:POKE CHSET+A * 
B:NEXT I:GOTO 4010 
) DATA 0 ,0,0, 0 , 0 ,O, 0 , 0 , 0 
:> DAT A 1,255,255, 255,255,255, 255,25 


4050 DATA 4,85,85,85,85,85,85,85,85 
4060 DATA 3,170,170,170,170,170,170,17 
0, 170 

4070 DATA 5,125,255,255,255,2 


4080 DATA -1 

5000 GRAPH ICS 18: POSITI ON 3, 1: ? **6; " fH • 

tnssmmMMSEiimsM '':posi t i on' 4,4:? *•&'; ' 

"by n farrier" 

5010 POS17 ION 5,5:? «6;"MARCH 1984":P 
ESTORE 5270 I MMW kM^UIka :R 

5020 POKE 53775,3:POKE 53768,0 

5030 POKE 53761,168:POKE 53763,168:POK 

E 53765,168 

5040 (3=5080: BAR-507O: GAP=5090 
5050 90=53760:VI-53762:V2-53764 
5060 GOTO 5100 

5070 FOR A=1 TO 120:NEXT A:RETURN 
5080 FOR A=1 TO 40:NEXT A:IF PEEK(5327 
9)06 THEN RETURN 

5085 SOUND 0,0,0,0:SOUND 1,0,O,0:SOUND 
2,0,0,0: P 0 P : G 0 T 0 3 0 
5090 POKE 53761,160:FOR A=1 TO 5:NEXT 
A: POKE 53761, 168:RETURN 
5100 FOR R=1 TO 2:IF R=2 THEN RESTORE 
5270 

5110 FOR T=1 TO 2 

5120 READ A, B, C: POKE VO, A: POKE V1, B: F ;, 0 
KE V2,C:GOSUB Q:READ A:POKE VO,A:GOSUB 
Q: READ A: F“'0KE V 0, A: G 0 S UB Q 
5140 READ A:POKE VO,A:GOSUB BAR 
150 NEXT T 
160 FOR T=1 TO 2 

170 READ A* B, C: POKE VO, A: POKE V1,B:P0 
KE V2,C:GOSUB Q:READ A:POKE VO,A:GOSUB 
Q: R E A D A: P 01< E V 0, A: G 0 S U B Q: N E X T T 


518 O R E A D A, B, C: P 0 K E V 0, A: P 0 K E V1 , B: P 0 
1C E V 2, C: G 0 S LJ B Q: R E A D A: P 0 K E V 0, A: G 0 S U B 
Q:GOSUB Q:GOSUB BAR:NEXT R 
5190 FOR T=1 TO 2 

5200 READ A,B,C:POKE VO,A:POKE V1,B:P0 
KE V2,C:GOSUB Q:GOSUB GAP:GOSUB Q-GOSU 
B GAP:GOSUB Q:NEXT T 

5 210 R E A D A, B, C: P 0 K E V 0, A: P 0 K E: V1, B: P 0 
KE V2,C:GOSUB Q:READ A:POKE VO,A:GOSUB 
Q:READ A:POKE VO,A:GOSUB Q 
5220 READ A,B,C:POKE VO,A:POKE V1,B:P0 
KE V2,C:GOSUB BAR 

5230 READ A, B, C: P0KE V0, A: P0KE V1 , B: P(3 
K E V 2, C: G 0 S' U B Q: G 0 S U B G A F ; ‘: G 0 S U B Q: G 0 SIJ 
B GAP:GOSUB Q 

5240 READ A,B,C:POKE VO,A:POKE V1,B:PO 
KE V2,C:GOSUB Q:READ A:POKE VO,A:GOSUB 
Q:READ A:P0KE V0,A:GOSUB Q:GOSUB GAP 
5250 READ A, B, C: F : ‘0KE V0, A: P0KE V1, B: P0 
KE V2,C:GOSUB Q:READ A:POKE VO,A:GOSUB 
Q:READ A:POKE VO,A:GOSUB Q 
5260 READ A,B,C:POKE VO,A:POKE V1,B:P0 
KE V2,C:GOSUB BAR:RESTORE 5270:GOTO 51 
00 

5270 DATA 50,100,126,42,50,63,66,134,1 
70,56,66,84,94, 151,190,75,63,84, 134, 17 
0,66,56,50,100,126,63 

5280 DAT A 47, 75,94,50, E34, 100,56,94, 112 
,63,56,50,84,126,47,75,94,50,84,100,56 
,63,63,89,112,66,63,56, 66, 170 

6010 POS17 ION 4,10:? «6;"PRESS fire" 
6020 IF STRIG(O) THEN 602(1') 

6030 AT (256+MX , 256 +MX +9) =" 

":GOTO 5000 
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DRAGON 32/64 

PRICE 

BBC MODEL B 

PRICE 

DRAGON TREK 

Excellent version of this classic game 

9.95 

DRAGON RIDER 

Flaming steeds and alien wyrms 

7.95 

WIZARD WAR 

Strategy game of magical combat 

9.95 

TANKS! 

Armoured warfare for two 

7.95 

VULCAN NOUGHTS & CROSSES 

3-D Tic-tac-toe 

7.95 

GAMES COMPENDIUM B1 

Four games for the kids 

5.95 

GAMES COMPENDIUM D1 

Six games for all the family 

7.95 

GAMES COMPENDIUM B3 

Three action games for the kids 

5.95 

GOLF 

Almost as good as the real thing! 

7.95 

EDG GRAPHICS PACKAGE (tape) 

Sophisticated picture drawing 

19.95 

GRAND PRIX 

Eight circuits from around the world 

7.95 

EDG GRAPHICS PACKAGE (disc) 

Extended version of EDG tape 

24.95 

STARJAMMER 

3-D space game 

7.95 

ULTILITIES PACKAGE 

Four essential programming aids 

9.95 

SALAMANDER GRAPHICS SYSTEM 

Advanced picture drawing system 

9.95 

TURBO COMPILER* 

Less than 2K machine code BASIC compiler 

9.95 

SUPER SKILL HANGMAN 

Over 1000 word vocabulary 

7.95 

737 FLIGHT SIMULATOR* 

Professional standard 

9.95 

NIGHT FLIGHT 

Single engine light aircraft simulator 

7.95 

FRENCH TUTOR** 

Up to and beyond 'O' level 

9.95 

GRIDRUNNER 

Classic arcade game 

7.95 

GRAPHS ** 

Five programs up to 'A' level standard 

9.95 

FRANKLIN'S TOMB 

First of the Dan Diamond Adventures 

9.95 

VECTORS ** 

Fourteen programs up to 'A' level standard 

14.95 

LOST IN SPACE 

The Dan Diamond Adventure continues ... 

9.95 

FRANKLIN'S TOMB 

First of the Dan Diamond Adventures 

9.95 

FISHY BUSINESS 

Conclusion of the first Dan Diamond Trilogy 

9.95 

LOST IN SPACE 

The Dan Diamond Adventure continues ... 

9.95 

EVEREST 

Strategic simulation 

7.95 

FISHY BUSINESS 

Conclusion of the first Dan Diamond Trilogy 

9.95 

LASER ZONE 

Awesome shoot 'em up stuff! 

7.95 

EAGLE 

Original machine code arcade game 

7.95 

D.R.S. 

Powerful Date Retrieval System 

14.95 

* DISC VERSIONS ALSO SUPPLIED 
** MAY BE TRANSFERRED TO DISC 


TURTLE GRAPHICS 

Fun & Educational implementation of LOGO 

THE CRICKLEWOOD INCIDENT 

9.95 

ORIC 1/ATMOS 

PRICE 

Truly weird and wonderful adventure 

7.95 

ORIC TREK 

9.95 

WINGS OF WAR 


Excellent version of this classic game 

World War Two Adventure 

7.95 

GAMES COMPENDIUM 01 

7.95 

RED MEANIES 


Four exciting games 

Machine code 3-D maze game 

7.95 

FRANKLIN S TOMB 

9.95 

9.95 

ACORN ELECTRON 

PRICE 

First of the Dan Diamond Adventures 

LOST IN SPACE 

The Dan Diamond Adventure continues ... 

737 FLIGHT SIMULATOR 

Pro essional standard 

9.95 

FISHY BUSINESS 

Conclusion of the first Dan Diamond Trilogy 

9.95 

ELECTRON GRAPHICS SYSTEM 

Advanced picture drawing system 

9.95 

CLASSIC RACING 

A season's training, betting and racing 

7.95 

GRAPHS 

Five programs up to 'A' level standard 

9.95 

48K SPECTRUM 

PRICE 

VECTORS 

Fourteen programs up to 'A' level standard 

14.95 

MATRIX 

Action-packed droid-blasting 

6.95 

TURBO COMPILER 

Less than 2K machine code BASIC compiler 

9.95 

METAGALACTIC LLAMAS 

All-out arachnid annihilation 

6.95 


(m)\ 
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PURVEYORS OF FINE QUALITY SOFTW ARE TO THE&ENTR7 SINCE jm~!98Z 



SAVE £1 

If you return this voucher and order form you 
will be entitled to a £1 discount on the order. 
Only one discount per order. This offer applies 
only to products ordered by mail direct from 
Salamander Software 17 NORFOLK ROAD, 
BRIGHTON, EAST SUSSEX. BN 1 3AA 
TELEPHONE: BRIGHTON (0273) 771942. 

Name . 

Address . 


PLEASE MAKE CHEQUES/POSTAL ORDERS PAYABLE TO 
SALAMANDER SOFTWARE 
Please rush me the following titles: 

title machine price 

* p 

farads 

, ^ VJILCOX 

Less discount. 

TOTAL. 



Post Code 












































wen night runner 

OUTBAcr 9 ™' 10 '” 
(Paramount) 


toe top-selling mail-order games 

JET PAC 
(Ultimate) 

khakatoa 

(Abbex) 

megawarz 

(Paramount) 


PILOT 64 
(Abbex) 

RALLY speedway 

SSSSSSf—** 

(Anirog) 

test match 

(CRL) 


FIGHTER PILOT 
(Digital Integration) 


Fl vK Assoc,ate s) 


SP = Spectrum, AC = Acorn, 64 = Commodore 64, 


tOP30GM«> 


(Retail 


aticatac 

(Ultimate) 

bumping buggies 

(Bubble Bus) 
CHUCK-E-EGG 
(A&F Software) 
COLDIT2 

(Phipps Associates) 
cyloim ATTACK 
(A&F Soffui/ar^l 


Compiled by MRIB Computer. 


Al 

flight path 

(Anirog) 


81 = ZX 81. DR = Dragon 32, OR = Oric-1 



SP 

AC 

64 

V20 

81 

DR 

OR 

Price 

JET SET WILLY 

Software Projects 

★ 







£5.95 

FIGHTER PILOT 

Digital 

★ 







£7.95 

BLUETHUNDER 

Richard Wilcox 

★ 







£5.95 

TRASHMAN 

New Generation 

★ 







£5.95 

CODE NAME MAT 

Micromega 

★ 







£6.95 

NIGHT GUNNER 

Digital 

★ 







£6.95 

CHECQUERED FLAG 

Psion 

★ 







£5.95 

ATICATAC 

Ultimate 

★ 







£5.50 

POGO 

Ocean 

★ 







£5.90 

HUNCHBACK 

Ocean 

★ 


★ 





£6.90 

FRED 

Quicksilva 

★ 







£6.95 

SPACE PILOT 

Anirog 


★ 


★ 




£7.95 

GNASHER 

Mastertronic 

★ 







£5.95 

SCUBA DIVE 

Durell/Martech 

★ 


★ 



★ 


£6.95 

BLADE ALLEY 

PSS 

★ 







£5.95 

MANIC MINER 

Bug-Byte 

★ 


★ 





£7.95 

ESCAPE FROM KRAKATOA 

Abbex 

★ 







£5.95 

REVENGE OF THE MUTANT CAMELS 

Llamasoft 



★ 





£7.50 

PSYTRON 

Beyond 

★ 







£7.95 

LUNAR JETMAN 

Ultimate 

★ 







£5.50 

ZAXXAN 

Starzone 

★ 







£5.95 

ANT ATTACK 

Quicksilva 

★ 







£6.95 

FORBIDDEN FOREST 

Cosmi 



★ 





£8.95 

DINKY DOO 

Software Projects 



★ 





£7.95 

THE ALCHEMIST 

Imagine 

★ 







£5.50 

THE SNOWMAN 

Quicksilva 

★ 







£6.95 

DEFENDA 

Interstellar 

★ 







£5.95 

WHEELIE 

Microsphere 

★ 







£5.95 

FLIGHT SIMULATION 

Psion 

★ 







£7.95 

CHINESE JUGGLER 

Ocean 

★ 


★ 





£6.90 


V|0t0GWN\K 


(Dedicated 

Consoles) 


0(D POLE POSITION (Atari) 

0 (4) PITFALL 2 (Activision) 

0(3) SUPER COBRA (Parker) 

0(5) MARIO BROTHERS (Atari) 

0(ii) FROSTBITE (Activision) 

©( 2 ) SPACE SHUTTLE (Activision) 
0(6) POPEYE (Parker) 

© (9) DEATH STAR BATTLE (Parker) 
©(8) ENDURO (Activision) 

0 (7) MS PAC MAN (Atari) 

©do) Q-BERT(Parker) 

0(15) FROGGER (Parker) 

0(13) PHOENIX (Atari) 

0(23) RIVER RAID (Activision) 

0(16) DONKEY KONG (CBS/Coleco) 
0(18) DIG DUG (Atari) 

0(12) GAUXIAN (Atari) 

0(14) BATTLE ZONE (Atari) 

0(22) BIG BIRD EGG CATCH (Atari) 
0(20) PITFALL (Activision) 

0(26) SPACE INVADERS (Atari) 

£(-) KANGAROO (Atari) 

0<-> ALPHA BEAM (Atari) 

0(17) SNOOPY VS THE RED BARON (Atari) 
@ (—) DECATHLON (Activision) 

@(19) MOON PATROL (Atari) 

@(25) COOKIE MONSTER MUNCH (Atari) 
@(29) SMURFS (CBS/Coleco) 

©(-) WIZARD OF WOR (CBS/Coleco) 
®(24) TUTANKHAM (Parker) 

Compiled by MRIB Computer. 














































MAKE SURE YOUR 
HOME COMPUTER 
WORKS... FOR 
YEARS AND YEARS 



Guarantee years of service from your home computer. Protect your investment 
by joining the MICRO REPAIR CLUB. 

After your warranty has run out can you afford the manufacturers’ repair charges 
which can be as high as £60 minimum? 

THE MICRO REPAIR CLUB is a brand new organisation offering a unique 
scheme which guarantees that should your computer break down, it will be 
repaired at absolutely no cost. 

THE MICRO REPAIR CLUB has been formed to save you money and ensure 
that your computer is in tip-top working condition for years to come. 

A one-year membership that guarantees all repairs to your micro costs only £24.95, with an 
annual renewal of £14.95. A two-year membership costs £35.95, three years £46.95. 

For incredible value for money a four-year membership costs only £57.95. 

All prices are inclusive of VAT 

THE MICRO REPAIR CLUB is backed by one of the world’s largest insurance groups and the 
actual repair work will be carried out by Computeraid Services, a division of Thorn EMI Information 
Technology Ltd. 

There can be no greater protection. So if you own a Sinclair, BBC, Acorn, 

Dragon, Commodore or any other home computer join the Club 
by ringing the HOTLINE on 01 -946 7777 
or clip the coupon below 
and send it to: 

Micro Repair Club Limited, 

Swan Court, Mansel Road, 

Wimbledon, 

London SW19 4AA. 



. years and look 


I would like to join the MICRO REPAIR CLUB for_ 

forward to receiving my full membership pack. 

I enclose a cheque for £24.95 □ One year’s membership* 

£35.95 CH Two years £46.94 \Z\ Three years £57.95 □ Four years 
Made payable to Micro Repair Club Limited *Please tick relevant box 

Please debit my Visa/Access card No:_ 

Name_ 

Address__ 


I own a 


home computer and it is in working order. 




CRO 
PA I R 




CLUB 
















































48K Spectrum 


Available soon for CBM 64 


ACTUAL SCREEN DISPLAYS 

The Most Graphical 
Arcade Simulation 
Ever Produced 



AVAILABLE FROM SELECTED BRANCHES OF: 

% WHSMITH 


makro 



ALSO AVAILABLE AT ALL 
USUAL SOFTWARE OUTLETS. 



RETAILERS CONTACT: 


by CHRIS KERRY 



MICRO DEALER UK Ltd 


If you have difficulty in obtaining your copy. Just fill in the Coupon below. 


Post coupon now to: Thor (Computer Software) Co. Ltd., 
Erskine Industrial Estate, Liverpool, 
Merseyside L6 1AP Tel: 051-263 8521/2 


I enclose Cheque/PO for £ 


CentreSoft 

PCS DISTRIBUTION 

Bulldog 

SUL 



Name _ 
Address 


Credit Cards - Orders accepted by Phone - 
051-263 8521/2 


DISTRIBUTORS AND OVERSEAS ENQUIRIES CONTACT PAUL 051-263 8521/2 


































I T WAS with more than the 
usual relish that I loaded 
up Salamander's The Cric- 
klewood Incident — which 
runs on the Dragon 32/64. 
After all it's not often you 
come across a scenario set 
barely a bus stop away from 
your own stomping ground! 
This attention is well 
deserved as I've long consid¬ 
ered the ravaged wastelands 
of Cricklewood and Neasden 
ideal locations for a true 
blood 'n' thunder adventure. 
Forget Magra, it's the deni¬ 
zens of Cricklewood Broad¬ 
way who're really weird! 

The object of the game is 
simple: just venture forth 
from your padded cell (where 
else?) and unearth the leg¬ 
endary Holy Grail. Appar¬ 
ently it rests in North West 


London. 

You're given a character 
option before play starts but 
how this effects the game I've 
yet to discover. From a choice 
of Superman, Geoff Boycott, 
Genghis Khan, Utter Wally 
and John Travolta, I chose the 
latter. This may well have 
knackered my chances from 
the outset. I spent most of my 
time meandering aimlessly in 
and out of the local hospital. 

It must be said here that 
Incident scales new heights 
of micro realism. While 
hunched over the keyboard I 
could actually imagine myself 
walking the streets of nearby 
Cricklewood. Within minutes 
of entering the game I'd been 
seized by a UFO, savaged by 
a gaggle of wild Australians 
and manhandled by an irate 




















Hell's Angel. An accurate 
simulation indeed! 

The Cricklewood Incident 
used the standard Salaman¬ 
der formatted text display and 
enjoys reasonable response 
times. Along with the usual 
onscreen bumf there's a 
health tag (I spent most of the 
time in an advanced state of 
despair) and a money box. 
To successfully complete the 
adventure you're going to 
need quite a bit of cash, so 
try and keep those tills ring¬ 
ing. I invariably left the thing 
penniless. 

A GOOD deal less zany is The 
Lords Of Midnight , a heavy 
duty phantasy from Beyond 
Software. It's rapidly amass¬ 
ing a huge army of admirers, 
and with good reason. 
Superbly designed and mar¬ 
vellously executed, it's defi¬ 
nitely one to impress the cat 
with. But considering the lack 
of traditional input proce¬ 
dures, can it truly be classed 
as an adventure? 

Well yes, I think it can. Hav¬ 
ing entered the realms of 
Midnight you can't help but 
feel a sense of awe and puz¬ 
zlement. Moving within the 
game is truly an exploration 
of the unknown. All are 
archetypal symptoms of a 
good adventure. So the for¬ 
mat of the thing is pretty 
irrelevant in my book. 

Although it's early days yet, 
it's worth noting that Doom- 
dark's foul hordes invariably 
march through the moun¬ 
tains of Ithril and so into the 
Plains of Blood, so it's clearly 
possible to avoid his hellish 
minions and launch an attack 
on Ushgarak from the rear! 
(Kindly re-phrase that , Kea¬ 
ton — Ed.) Should you 
Doomdark devotees dis¬ 
cover anything else of note 
while exploring the land of 
Midnight, be sure to drop me 
a line, OK? This one's set to 
run and run. 

While we're dispensing 
help (of a sort) I must say that 
I've been deluged with 
requests for tips on Valhalla. 
Well, my tip is — don't buy it! 
As a piece of coding it's a 
marvel, but as a game ... it 
sucks. For the same money 
you could pick up Africa Gar¬ 


dens (from Gilsoft) and Tem¬ 
ple of Vran (from Incentive) 
and still have a couple of quid 
left over for some issues of 
2000AD. Much better value. 

Oric Atmos owners are 
currently rather poorly served 
in the adventure field, so it's 
perhaps fortunate that some 
of the early BASIC offerings 
for the Oric 1 still run quite 
happily on the new (sic) 
machine. The most familiar 
of these is Zodiac (and its fol¬ 
low up House of Death) from 
Tansoft. Although heavily 
criticised for their relative 
simplicity, I rather like 'em. 
Both based around old dark 
houses and involving a quest 
for hidden treasure, they 
share a nice line in humour 
and some high quality script¬ 
ing. The quote of locations 
may be meagre but they're 
finely drawn. A pity they're 
shamelessly overpriced. 

Tansoft are also set to 
release The Kilburn Incident 
(currently under wraps but 
obviously along the lines of 
Salamander's Dragon hit) 
sometime soon, and Quick- 
silva have converted Derek 
Brewster's smashing Vel- 
nor's Lair, which we looked 
at some time ago. Both 
should go someway to pla¬ 
cating your hungry Atoms. 


m 
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A great 

adventure is.., 

A totally original plot; a wide range of interest¬ 
ing locations; new problems to solve and a variety of 
other characters available for helping or hindering the 
player. A good Adventure should be written in at least 
32K of memory, as anything less is inadequate for 
storing the vast amounts of data used in the game. A 
game which is advertised as having "full screen graph¬ 
ics" or "a graphical representation of each location" is 
not necessarily better than the original text-only 
Adventures. Graphical Adventures seem to be the "in 
thing" at the moment, but it is often found that the 
programmer will sacrifice memory which could be used 
to make the game more complex, just for drawing a 
colourful picture on the screen. For me, an Adventure 
which has excellent verbal descriptions of all locations 
is just as good — if not better — than one with multi¬ 
coloured graphics and sound. 

SIMON BIRCHALL 

Other contributions welcome. 


MEGASAVE FANTASTIC 
SAVINGS 


SPECTRUM 


TORNADO LOW LEVEL . 

HULK. 

LORDS OF MIDNIGHT. . 


FOOTBALL MANAGER 


WARS OF THE WORLD . 


DOOMSDAY CASTLE . 


MESS FROM ANDROMEDA 
MATCH POINT. 


FREE POST 


. 8.25 

ATICATAC. 

. . 4.75 

SONOFBLAGGER . . . . 

. 6.50 

. 6.30 

AUTOMANIA. 

. . 5.75 

BEACH HEAD 

R 50 

. 5.95 

BLUE THUNDER. 

, . 4.75 

VALHALLA. 

.11.50 

. 4.95 

INFERNO. 

, . 5.50 

QUILL. 

.11.50 

. 6.25 

CODE NAME MAT. 

. 5.20 

SHEEP IN SPACE. 

. 6.40 

. 4.75 

MILLIONAIRE. 

, . 4.50 

GYROPOD . 

. 5.50 

. 8.50 

STOP THE EXPRESS . . , 

. 5.00 

LOCO. 

. 6.50 

. 8.50 

SINK THE TITANIC. 

. 6.75 

HULK. 

. 8.50 

. 5.10 

SPECGRAPH . 

. 8.25 

ARABIAN KNIGHTS . . . . 

. 5.85 

. 4.75 

COSMIC CRUISER 

. 4.25 

SOLO FLIGHT. 

.12.50 

. 4.85 

WORLD CUP F BALL . . . 

. 5.95 

BOZO S NIGHT OUT. . . . 

. 5.50 

. 4.95 

WORSE THINGS HFN AT SEA 4.95 

STAR TROOPER. 

. 5.75 

. 5.50 

QUILL. 

.10.75 

CAVELON . 

. 5.55 

. 5.55 

WHITE LIGHTNING . . . . 

.12.50 

ENCOUNTER . 

. 8.75 

. 4.75 

BLADE ALLEY. 

. 4.75 

HOUSE OF USHER . . . . 

. 5.85 

. 4.90 

3D LUNA ATTACK. 

. 4.75 

FOOTBALL MANAGER . . 

. 6.95 

. 5.75 

CAESAR THE CAT. 

. 5.95 

AUTOMANIA. 

. 6.85 

. 6.75 

PYRAMID. 

. 4.95 

FELIX IN THE FACTORY. . 

. 6.85 

. 5.50 

ANDROID II. 

. 4.75 

ALLE7INTERCEPTOR. . . 

. 5.85 

. 4.95 

AUFWIEDERSEHEN PET. 

. 4.95 

ALL £7.95 ANIROG . . . . 

7 6.30 

. 4.95 

STAR BLITZ. 

. 5.85 

TRASHMAN. 

. 6.85 

. 5.30 

FACTORY BREAKOUT . . 

. 4.95 

BLUE THUNDER. 

. 5.85 

. 5.25 

AIR TRAFFIC CONTROL. . 

. 8.50 

WIMBLEDON. 

. 6.85 

. 4.95 

HOBBIT. 

.11.50 

JACK & THE BEANSTALK . 

. 5.85 

. 4.75 

FANTASIA DIAMOND . . . 

. 6.25 

ANDROID II. 

. 5.90 

. 4.95 

FULL THROTTLE. 

. 5.95 

WHEELIN WALLY. 

. 5.85 

. 4.95 

ORC ATTACK. 

. 6.10 

FLIGHT PATH 737 . 

. 6.30 

. 4.95 

TOWER OF EVIL. 

. 6.10 

THE EVIL DEAD. 

. 6.85 

. 4.75 

AMSTRAD 


PYRAMID. 

. 5.50 

. 4.95 

HARRIER ATTACK. 

. 7.85 

GILLIGANS GOLD. 

. 5.75 

. 4.75 

CODE NAME MAT. 

. 7.85 

PINBALL WIZARD. 

. 5.75 

. 4.75 

HUNTER KILLER. 

. 7.85 

SUPER PIPELINE. 

. 5.50 

. 5.90 

GUIDE TO AMS BASIC . . 

.18.00 

AZTEC CHALLENGE . . . 

. 7.50 

5.90 

VIC-20 


SKULL. 

. 6.85 

5.90 

FLIGHT 737 . 

. 6.50 

FORBIDDEN FOREST. . . 

. 7.50 

5.90 

TOWER OF EVIL. 

. 5.45 

HEATHROW A.T.C. 

. 6.85 

11.50 

COMMPUTER WAR ... 

. 5.45 

CYBERTRON MISSION . . 

. 6.85 

4.75 

SUB COMMANDER . . 

. 5.45 

ORACLES CAVE. 

. 6.85 

6.85 

TANK COMMANDER. . . . 

. 5.45 

SWOOP. 

. 6.85 

8.50 

CHARIOT RACE. 

. 5.95 

GHOULS . 

. 6.85 


PLEASE STATE WHICH MICRO 
SEND CHEQUE/P.O. TO: 


FAST SERVICE 


MEGASAVE 
Dept K, 76 Westbourne Terrace, London W2 














































































































































REM ************** 

> REM * CROSS E IKE- * 

; REM * E■MCRACKEN * 

Jo^R^RINT* *<££*S»> '■: BC=0 = SH-* — 
62-7918, V=36878: N-36875, CO- SO 
^ 0 ^RgI79^TO;925IrOKEG,I80:POKE6 + CO,0: 

. 

^ X ; 0 KE6 1 ,66=P0KE6 1+ C0,0 ! P0KEX^,66=P0KE l , 

ll C °ilNT<RMD<1> *255)*1-™KE37879,X,^ 

17 I FMLJ= 1 THEN bO l 0 - (J 

18 GOSUB 1000 ___ .. ~y : II 

20 PR I NT" CHOME 'l BUN - - . x - .. 

21 PRINT" CHQME> • CUK DN.bUN - • CUR RT > C 

22 PRINT" CHONO 1C R rt ^ cur R - n , 

CUR R'H- CCUR R ^:; ^.I. p RT score: " SC: SH=BH.i 

••ssssa R»“S 5?ss sk 
ss KS «5«* " T “ C0R RT1SH0 ° TS "”' 

:GOSUB 90 "TUFM M=1 

24 GETS*, II I*-"*” 
o 5 xFST-" * " N 1 EN N _ - 

26 IFSH=01 _fOOO GOT q 40 

27 IFM-2THEN ™KtN, 199-b^ ^ 

20 IFN-IT HEN F0KE.N? 

29 GOTO 24 64 :P0KEA1+C0,0:GOTO 50 

S' .FfEEK <«-.>-MT««MKE»2- 
/ * t pm» 2 THEN C=A1 ■•> --> 

si then 


C*C+5 


1 r r»— * • • v __ 

nniTC 9F.s POKEB+BO, --- _ ■ 

XFPEEK(C)-93THEN C-0.Al-O.A.-O. 


; GO 


73 IFPEEK(C)=4BORPEEK(C)=49 THEN SC=SC+1 
0:A1=0 s A2=0 s M=O:C=0:G0T0 1950 
75 IFPEEK(C)=50 THEN SC=SC+2:A1=0:A2=0:M 
=0:C=0:GOTO1950 

77 j FPEEK (C) =53 THEN SOSC+5: A1 =0: A2=0: M 
=0: C=0: G 0 T 0 19 5 0 

79 IFPEEK(C)=51ORPEEK(C)=54THEN SC=SC+36 
: a1=0:A2=0:C=0:M=0:GOTO1950 
BO GOTO 70 

90 F=0:F=INT((4.1)*RND(1 ))+1 

91 ON F GOTO 92,93,94,95 

92 PRINT"!CUR DN} CCLJR DN}CCUR DN}CCUR DN 
DN}CCUR DN3-CCUR DNXCUR DN 
DN> 1 CUR DN} -CCUR DN j- CCUR DN 
DNMCUR DNJCCUR DN} CCUR DN 
RTMCLJR RT} CCUR RT} CCUR RT 


J CCUR DNXCUR 
} CCUR DIM} CCUR 
}CCUR DN1CCUR 
}CCUR DN}CCUR 
} C -—} C •■'•--} 5 C 
E}"sRETURN 
93 PRINT"CCUR 
} CCLJR DN} CCLJR 
} CCLJR DN.} CCUR 
} CCUR DN} CCLJR 
}CCUR DN}CCUR 


}36 C "■•“} IO C----} IO C--} C-.} CHON 


DNJ CCUR DN} CCLJR DN!) CCLJR DN 
DN} CCLJR DN} CCLJR DN} CCUR DN 
DNJ CCLJR DN} CCLJR DIM} CCLJR DN 
DN} CCUR DIM} CCUR DIM} CCLJR DIM 
RT} CCUR RT} CCLJR RT.} CCLJR RT 

} {-—} C - - } 3 61——} 2 C—- } 2. C—.}5 C--}5 C-.} C-~} C 

HOME.} " : RETURN 

DN} CCLJR 
DIM} CCLJR 
DIM} CCIJR 
DIM} CCLJR 
RT}CCUR 


94 PRINT"CCUR 
} CCUR DN} -CCUR 
} CCUR DN} CCLJR 
} CCUR DN} CCLJR 
} CCUR DN} CCLJR 
} I--} C- -} IO C--} IO C—-}5 C 
E}":RETURN 

95 PRINT" CCLJR 
} CCLJR DN} CCLJR 
} CCUR DIM} CCLJR 
} CCUR DN} CCLJR 
} CCLJR DN} CCUR 


DIM.} CCLJR 
DIM} CCLJR 
DN} CCLJR 
DN} CCLJR 
RT}CCUR 
} 10C- 


DN} CCLJR 
DN} CCLJR 
DN} CCLJR 
DN} CCLJR 
RT}CCUR 


•■} C- -} CHON 


DN} CCLJR ON} CCUR DN} CCUR DN 
DN} CCUR DN} CCLJR DN} CCLJR DIM 
DN} CCLJR DN} CCUR DN} CCUR DN 
DN} CCLJR DN} CCLJR DN} CCLJR DN 
RT} CCLJR RT} CCUR RT} CCUR RT 

} C--} C--} 10 C--3-2 C--} IO C"'--}361-.} C--} CHON 

E}":RETURN 

1000 KL.-0: P0=0: CM=0: MLJ= 1: FORPO=OTO 12: REA 
DKLsPOKEN,KL:F0RCM=1T0100:NEXTCMsNEXTPO 
1010 DATA175,1B3,191,183,191,183,175,183 
,191,195,175,175,0 
1020 RETURN 

1900 POKEN-i 2,0 s FORZ X = 1 T050: POKEN , 170- Z X : 
FORE* 1 TO 10: IMEX TE: NEXT Z X 


rn 1900 













































For VIC 20 
By E. McRACKEN 

It's the old double-gun 
routine. Shoot from both 
sides of the screen, where 
the bullet trails meet a line 
drops into a high score box. 
It's a test of skill and reflexes 
for one or two people. 


I FOR£t = °^f N+ 2,0: F0 R 
/ I960 " £ *Te7ni 

I w£° PRINT" CHqmp " SG 
I -.CUR RTJ :rnnV E} fC 

S ffsf: sec 

SIS: ffSSiP. 

2080 PRlNr " SCRrrf 60 
;-^so PRlNr „ ^ree n _ yc 

^ J , 9 PRINT" |r c N f e «CH 
i, 1 ^ 0 PRINT" rfc 5 EN Afi 0 
2/40 PRINT" AND 

;, 1 i° PRINT" TUP o EACH ( 
2140 PR| NT" wj E SHOTS t 
40 PRINT" srpr r 0VE 0 
-•loo PR lNr „ and , 

^ZSSiZSS 

2180 PRIM?- IFW *=""THRU 

assess 


WARNING: This is a 
TRANSLATED listing. 
Instructions in 'wavy' 
brackets should NOT be 
typed in but followed, i.e, 
CUR RT = cursor right. 


R EI ecu 

HIT 


































Discount 

Computer 

Software 


Registered No. 1795113 
Telephone: (0256) 51444 
16 Coates Close, Brighton Hill, 
Basingstoke RG22 4EE 


AMAZING SOFTWARE BARGAINS BY MAIL, 100's OF TITLES AVAILABLE! 
TELEPHONE ORDERS WELCOME. WRITE OR RING NOW FOR FULL DETAILS 


RRP Our Price 


Game 

Supplier 

Inc. VAT 

Inc. VAT 

SPECTRUM 

FOOTBALL MANAGER 

ADDICTIVE 

6.95 

5.75 

CHUCKLE EGG 

A & F 

6.90 

6.00 

JUNGLE FEVER 


6.90 

5.90 

PINMANIA 

AUTOMATA 

10.00 

8.75 

PI-BALLED 


6.00 

5.00 

KONG 

ANIROG 

5.95 

4.95 

MOON BUGGY 


5.95 

4.95 

SLAP DAB 


5.95 

4.95 

GALACTIC ABDUCTOR 


5.95 

4.95 

GALAXIANS 

ARTIC 

4.95 

4.15 

CHESS II 


9.95 

8.50 

BEAR BOVVER 


6.95 

5.95 

MONKEY BUSINESS 


6.95 

5.95 

BIRDS & BEES 


6.95 

5.95 

PSYTRON 

BEYOND 

7.95 

6.75 

POOL 

CDS 

5.95 

4.95 

TEST MATCH 

C.R.L. 

5.95 

4.95 

STAR GAZER SECRETS 


5.95 

4.95 

DERBY DAY 


5.95 

4.95 

HANDICAP GOLF 


5.95 

4.95 

OMEGA RUN 


5.95 

4.95 

THE GREAT DETECTIVE 


5.95 

4.95 

THE INCREDIBLE ADVENTURE 

5.95 

4.95 

THE WARLOCKS TREASURE 


5.95 

4.95 

OLYMPICS 


5.95 

4.95 

GRAND NATIONAL 


5.95 

4.95 

GLUG GLUG 


5.95 

4.95 

WAR OF THE WORLDS 

C.R.L. 

7.95 

6.95 

STOP THE EXPRESS 

HUDSON 

7.95 

6.95 

FULLTHROTTLE 

MICROMEGA 

6.95 

5.95 

INFERNO 

R. SHEPHERD 

6.50 

5.65 

FIGHTER PILOT 

DIGITAL 

7.95 

6.95 

NIGHT GUNNER 


6.95 

5.95 

SEA HARRIER ATTACK 

DURREL 

5.95 

4.95 

JUNGLE TROUBLE 


5.95 

4.95 

SCUBA DIVE 


5.95 

4.95 

NIGHTFLIGHT II 

HEWSON 

7.95 

6.75 

3D SPACE WARS 


5.95 

4.95 

HEATHROW 


7.95 

6.75 

3D LUNATRACK 


7.95 

6.75 

THE ALCHEMIST 

IMAGINE 

5.50 

4.60 

PEDRO 


5.50 

4.60 

SPLAT 

INCENTIVE 

5.50 

4.60 

VALHALLA 

LEGEND 

14.95 

11.95 

PARAS 

LOTHLORIAN 

5.95 

4.95 

MUGSY 

MELBOURNE HSE 

6.95 

5.75 

TUTANKHAMUN 

MICROMANIA 

5.95 

4.95 

PENDY 


5.95 

4.95 

CODENAME MAT 

MICROMEGA 

6.95 

5.75 

HAUNTED HEDGES 


6.95 

5.75 

LASERWARP 

MICRO-GEN 

6.95 

5.75 

TRASHMAN 

NEW GENERATION 

5.95 

4.95 

MR WIMPY 

OCEAN 

5.90 

4.90 

HUNCHBACK 


6.90 

5.70 

ESKIMO EDDIE 


5.90 

4.90 

SCRABBLE 

PSION 

15.99 

13.00 

FLIGHT SIMULATION 


7.95 

6.75 

3D ANT ATTACK 

QUICKSILVA 

6.95 

5.95 

BUGABOO THE FLEA 


6.95 

5.95 

THE SNOWMAN 


6.95 

5.95 

BLUE THUNDER 

R.WILCOX 

5.50 

4.50 

MANIC MINER 

SOFTWARE PROJECTS 

5.95 

4.95 

JETSET WILLY 


5.95 

4.95 

ATIC ATTACK 

ULTIMATE 

5.50 

4.60 

SNOOKER 

VISIONS 

8.95 

7.70 

ZX81 

FOOTBALL MANAGER 

ADDICTIVE 

5.95 

4.95 

PIMANIA 

AUTOMATA 

5.00 

4.00 

PILOT 

HEWSON 

5.95 

4.95 

OS SCRAMBLE 

QUICKSILVA 

3.95 

3.40 

49er 

SOFTWARE FARM 

5.95 

4.95 


RRP Our Price 


Game 

Supplier 

Inc. VAT 

Inc. VAT 

COMMODORE 64 

KONG 64 

ANI ROG 

7.95 

6.75 

SKRAMBLE 64 


7.95 

6.75 

3D TIME TREK 


5.95 

4.95 

FLIGHT PATH 737 


7.95 

6.75 

SPACE PILOT 


7.95 

6.75 

SPACE PILOT 


7.95 

6.75 

CYBOTRON 


7.95 

6.75 

ZODIAC 


7.95 

6.75 

ICE HUNTER 


6.95 

5.95 

PETCH 


6.95 

5.95 

HOUSE OF USHER 


6.95 

5.95 

TWIN KINGDOM VALLEY 

BUD BYTE 

9.50 

8.25 

OMEGA RUN 


7.95 

6.75 

DERBY DAY 


7.95 

6.75 

HARRIER ATTACK 

DURREL 

6.95 

5.95 

SCUBA DIVE 


6.95 

5.97 

BURGER TIME 

INTERCEPTOR 

7.00 

5.95 

GET OFF MY GARDEN 


7.00 

5.95 

CHINA MINER 


7.00 

5.95 

ARABIAN NIGHTS 


7.00 

5.95 

REV OF MUTANT CAMELS 

LLAMASOFT 

7.50 

6.25 

HELLDATE 


5.00 

4.00 

HUNCHBACK 

OCEAN 

6.90 

5.85 

GILLIGAN’S GOLD 


6.90 

5.85 

ANDROID 2 


6.90 

5.95 

THE BOSS 

PEAKSOFT 

8.95 

7.50 

SUPER PIPELINE 

TASKET 

6.90 

5.85 

BOZO’S NIGHT OUT 


6.90 

5.85 

SNOOKER 

VISIONS 

8.95 

7.50 

BEACH HEAD 

ACCESS 

9.95 

8.50 

MANIC MINER 

SOFTWARE PROJECTS 

7.95 

6.75 

PYRAMID 

FANTASY 

6.50 

5.35 

THE SKULL 

GAMES M/C 

6.95 

5.95 

GHOULS 

MICROPOWER 

6.95 

5.95 

SWOOP 

MICROPOWER 

6.95 

5.95 

BLUE THUNDER 

R. WILCOX 

6.95 

5.95 

VIC 20 

BONGO 

ANI ROG 

7.95 

6.75 

SKRAMBLE 


7.95 

6.75 

KRAZY KONG 


7.95 

6.75 

BATTLEFIELD 


5.95 

4.95 

SLAP DAB 


5.95 

4.95 

DARK DUNGEONS 


5.95 

4.95 

DRACULA 


5.95 

4.95 

FLIGHT PATH 737 


7.95 

6.75 

FLIGHT ZERO ONE FIVE 

AVS 

5.95 

4.95 

FALCON FIGHTER 

INTERCEPTOR 

6.00 

5.95 

ARCADIA 

IMAGINE 

5.50 

4.50 

HELLGATE 

LLAMASOFT 

6.00 

5.95 

GOLD RUSH 

MR MICRO 

6.90 

5.85 

BENGO 


6.90 

5.85 

HUMPHREY 


6.90 

5.85 

AMIGO 


6.90 

5.85 

PUNCHY 


6.90 

5.85 

SKYHAWK 

QUICKSILVA 

7.95 

6.50 

SPACE JOUST 

SOFTWARE PROJECTS 

5.95 

4.95 

JET PAC 

ULTIMATE 

5.50 

4.65 

SNOOKER 

VISIONS 

8.95 

7.50 

ORIC 

SEA HARRIER ATTACK 

DURELL 

6.95 

5.95 

SCUBA 

DURELL 

6.95 

5.95 

XENON 

UK 

8.50 

6.50 

ZORGONS REVENGE 

UK 

7.50 

5.50 

PROBE 3 

UK 

7.50 

5.50 

THE HOBBIT & BOOK 

MELBOURNE HOUSE 

14.95 

12.95 

DINKY KONG 

SEVEN SOFT 

6.95 

4.94 

DRACULA’S REVENGE 

SOFTEK 

6.95 

5.95 

ULTIMATE ZONE 

TANSOFT 

8.50 

6.50 

RAT SPLAT 

TANSOFT 

7.95 

5.95 


TO: DISCOUNT COMPUTER SOFTWARE. PLEASE ACCEPT MY ORDER FOR 
THE FOLLOWING PROGRAMS/SPECIAL OFFERS 


16 Coates Close, Brighton Hill, 
Basingstoke RG22 4EE 

SEND 

Name . 

Address. 


j b::::::::::::::::::::. 

I Make cheques payable to Discount Computer Software. 

| Cheque No .ForE .enclosed 

| Please debit my 

| A ccess No.Signed .... bki J 

SEND SAE FOR UP TO DATE LIST OF OUR AMAZING BARGAINS 
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A NEW DIMENSION IN 
FAMILY ENTERTAINMENT 



NOW AVAILABLE 

For SPECTRUM, CBM 64 

COMING SOON 

Versions for BBC, Electron, Amstrad, Oric & others 


April 14th 1912. On her maiden voyage 
the Titanic hit an iceberg and sank taking 
with her a vast fortune in gold. 

Your mission is to raise sufficient 
finance and equip an expedition to find the 
Titanic and it’s lost gold. 

Easy!! Well it could be but with 460 
possible locations for the gold you 


DEALERS: Contact your normal distributor or ring us direct. 



need to watch your divers’ air supply. 

You begin your search when suddenly 
.. .well that would be telling wouldn’t it. 

Comes with Currah Micro Speech 
(Spectrum version only). 

Number one in our new range of games 
designed for family enjoyment. 

Fantastic value for money. 

R.R.P. £7.95 me.VAT 


PROGRAMMERS: Send us you latest quality program for 
evaluation NOW. 







R&R Software Ltd. 5 Russell Street Gloucester GL1 1NE 

Tel (0452) 502819 























Now YOU can go for gold 



...withthe dttCft# 


Fancy pitting yourself against the world's 
best at this summer's Olympics? 

You can do so without going anywhere 
near Los Angeles - with the most 
challenging package of programs of 1984. 

MICRO OLYMPICS is more than a 
game. It's a brilliantly written collection of 
ELEVEN track and field events. 

And because we know we're going to 
sell many thousands of them we've brought 
the price right down - to just £5.95. 

Ever imagined yourself as another Seb 
Coe? Then try to run against the world 
record holder at 1500 metres. And if that 
distance is too much for you then there's 
always the 100, 200, 400 and 800 metres 
to have a go at. 

Not much good at running? Don't worry, 
MICRO OLYMPICS has many more 
challenges for you. Why not try your skill at 
the high jump or the long jump? 

And if you can't beat the computer at 
running or jumping then you can always 
throw things around in frustration! The 
trouble is that it's just as hard to be a 
champion at the discus, the hammer or the 
javelin. 

And the pole vault takes the event to 
new heights! 

Yes, it's fast, furious fun, pitting 
yourself against the world's best times and 
distances on your micro. 

You may not be another Steve Ovett or 
Alan Wells, but with practice you COULD 
become the Micro Olympics Champion! 


Also available from WHSmith 
and all other leading stores 


tyin 


Play Micro Olympics 
— and let your fingers 
do the running! 


Send for it tedny 


i 

i 

i 

i 

i 

i 

■ 

i 


Please send me copy/copies of 

□ 48k Spectrum 


Micro Olympics at £5.95 

□ Commodore 64 

£5.95 

□ 1 enclose cheque made payable to 

□ BBC 'B' 

* each 

Database Publications Ltd. 

□ Electron 


for £ 

Please tick box 



I wish to pay by □ Access □ Visa 

No_Expiry date^ 

Signed- 

Name_ 

Address-—- 


Post to: Micro Olympics offer. Database Publications, 

68 Chester Road, Hazel Grove, Stockport SK7 5NY. BK2 
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Please indicate programs required 

Tape Disk CBM 64 

Q P Guardian 

□ □ Blagger 

U □ Contract Bridge (T £9.95) 

U U Loco 

□ □ Son of Blagger lei 

u □ Rocket Roger 

Electron Chi 

□ Guardian 


4 Alligata Software Ltd 

cA 1 Orange Street, Sheffield SI 4DW 
Tel: (0742) 755796 
Despatch is normally made on receipt 
of order and should reach you within 7 days 


Payable to Alligata Software (Allow 75p for post and packaging) 
-Card No___ J 


□ Blagger 

□ Contract Bridge (T £9.95) 


Signature. 


Address 


Software Limited 
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SPACE STATION 

ALPHA * 


* The deadly cylon fleet has reached its 

destination. Their objective - destroy planet 
earth. Each ship in the fleet carries a single 
devastating lithium torpedo. Earth shields are 
up but their power is being drained. You, as 
commander ol earths last remaining space station 
are all that stands between the cylons and earths 
total obliteration. 

£7.95 


A GRAPHICAL 
xc ““ ADVENTURE GAME 

Journey through the medieval lands ol Ramagora in search 
ol the three pieces ol the long lost crown ol Ultimate Darkness. 
Battle with vicious brigands, avoid the greed ol the great 
dragon, sutler plagues and famine in pursuit ol your ultimate 
goal. 

This is a graphical adventure in which you play the part ol Zorakk 
and take control ol his loyal warriors. OC 


65 HIGH STREET, GOSFORTH, TYNE & WEAR, NE3 4AA 
TEL: (091) 2846966 

AVAILABLE FROM ALL GOOD COMPUTER STORES, 

OR DIRECT FROM US! ^ 

TRADE ENQUIRIES WELCOME ZA 




























GOES BANANAS... 


ARTIFICIAL INTELLIGENCE 
IS COMING TO GET YOU 


In five (or ten, or maybe twenty) years the significance of Artificial 
Intelligence (or Fifth Generation) will have become a lot clearer than it is 
today. In the meantime, it's nice to ditch the bugs, bytes and sprites for a 
moment and enjoy a good old speculative waffle about what it MIGHT 

mean. Your cue, 'Q'... 


IS your micro being nasty to 
you? Do parking meters feel 
hungry when they're not fed? 

Humans like to animize the 
inanimate. Perhaps this is one 
of the reasons that Artificial 
Intelligence holds such a fas¬ 
cination. 

How often do you swear at 
your micro? Really curse the 
thing? Recently arcade games 
have been hooked up with 
hidden microphones to 
record the ways in which 
people "relate" to them. 
Many folk that would other¬ 
wise be considered legally 
sane often talk to machines. 
Humans become emotion¬ 
ally involved with their own 
personal technology by giv¬ 
ing things names and by talk¬ 
ing about (and to) machinery. 

We all really know the 
reason the prog just crashed 
again has little to do with the 
way your micro feels about 
you ... yet nearly all humans 
animize machines to a greater 
or lesser extent. 

This techno-kinship can 
have very positive effects — 
many people given the choice 
of communicating with a 
machine or a person, will 
often prefer the machine, 
(cash dispensers have queues 
of people when banks are 
empty). Recently psycholog¬ 
ical "Expert” programs (more 
'bout them later) have acted 
as "listeners" to patients' 
problems. Many of the users 
found this preferable to talk¬ 
ing to humans and a con¬ 
siderable number felt that 
they responded more hon¬ 
estly to a Interactive Expert 
Program when answering 
personal questions about 
themselves. 


Before positively defining 
what Artificial Intelligence is 
we have to define intelli¬ 
gence and in particular 
human intelligence. If a 
machine is to mimic human 
behaviour must be analysed 
in order to structure and 
devise software and hard- 
warethat mimics it. For some 
tasks this is now relatively 
easy — but for others it 


reaches into the realms of 
paradox, psychology and 
philosophy 'cos we dunno 
very much about the way our 
brains work, end of story. 
Nevertheless one part of A.I. 
research is devoted to find¬ 
ing out. 


The definition of A.I. is not 
constant. Once a business 
program replaces a payroll 
clerk the definition of A.I. 
tends to go up (or is it side¬ 
ways?). Machines and their 
software systems are the 
result of human ideas and 
actions, the transference oif 
thought into "physical real¬ 
ity''; but often, because they 
are built by teams, they 


represent a combination of 
ideas and these creations lead 
in an almost truly evolution¬ 
ary way to more complex 
machines just as organisms 
evolved from amino acides 
(go fetch that biology book). 
Tracing the evolution of 
computers is a good case in 
point. In order to begin to 
understand human intelli¬ 
gence one has to understand 
the development of the brain 
and its friend, pal, or chum, 
the mind. 

Some experts maintain that 
it will never be possible to 
construct machines to think 
like humans because they 
must be able to "relate" to 
themselves in the real world, 
i.e. they would have to pos¬ 
sess bodies similar to 


humans in order to "think" 
like humans. ("Be" humans?) 

What now does seem tech¬ 
nically feasible is that the new 
"intimate technology" will 
increase the human love 
affair with machines and that 
for specific tasks many people 
will react to machines and 
their software systems as 
though they were human and 
that by studying this 
phenomenon more will be 
learnt about the man- 
machine interface. 


The practical application of 
A.I. is in the realm of the next 
generation of more user 
friendly intimate technology 
and one way that this is pro¬ 
gressing is through the use 
of Expert Programs. 

The whole area of Expert 
Programs is still in its infancy. 
These programs interrogate 
the expert e.g. a hearing 
specialist, in a particular field 
and then (provided this has 
been done with sufficient 
programming skill) the 
resultant program and data¬ 
base can be interactive. Most 
of these Expert Programs 
have an update facility 
(sometimes allowing the 
"nature" of the program to 
re-program itself) and thus 
such a system can be used in 
place of a human expert for 
certain tasks. 

Right now A.I. ideas are 
being used in inter-active 
video disc systems which can 
be used in the training of skills 
and the merchandising of 
products which require 
explanation. Research is also 
taking place in speech rec¬ 
ognition and of course into 
the whole area of language 
itself, for words only acquire 
meaning in a relationship 
with each other. How the 
brain extracts "meaning" 
from words and sentences is 
still very unclear. This is the 
area where A.I. research 
meets paradox in a world that 
seems bizarre and unreal, the 
world of philosophy and 
"quantum reality" where 
arguments rage about what 
is "real" and what is not. 































JOHN CONQUEST 
has a paws-on 
session with 
the Amstrad 
CPC 464... 


BY NOW you must have 
heard tell of the Amstrad CPC 
464 — well, that's the official 
name but I've not heard it 
called anything but 'The 
Amstrad'. The budget hi-fi 
empire's entry into the home 
computer field has been 
much heralded by the press 
and now that it's in the shops 
we're getting the bench tests, 
with the computer mags 
going into various degrees of 
ecstasy. The message, which 
you may have heard before, 
is that this is the greatest 
thing since sliced silicon. 

The Amstrad is a good 
machine, no question. But a 
great one? Not really. It is, 
however, a great piece of 
marketing. Designer Richard 
Perry hit the nail on the head 
when he said, with admir¬ 
able honesty and clarity, that 
his package was designed to 
compete directly with the 
Commodore 64, be better 
value than the Spectrum and 
cheaper than the BBC B. 


lessons, are applying the 
same minimum component 
principle that made them 
such a power in hi-fi. The 
integral program recorder, 
which, incidentally has two 
loading speeds, IK baud and 
the rather chancy 2K baud 
Speedload, has such obvious 
advantages that it seems 
destined to become an 
industry standard. 

Though the manual is 
average (i.e. better than 
Commodore's but not as 
good as Acorn's), the friendly 
Locomotive Basic leaves 
Commodore's for dead and 
is very fast. Other features 
are exceptionally sharp 
colours (though the claimed 
27 are actually 9 with bright 
and pastel modes, feeble 
compared to Atari's 256), 
stereo sound via the hi-fi 
hook-up (extra), real-time 
interrupts and windows. 
Amstrad's £14.95 joystick is 
a horror, but although the 
single port will take any D- 
pin joystick, only Amstrad's 
will let you use two, the 
second plugged into the first. 

The keyboard isn't as good 
as the Commodore's, let 
alone Atari's, but the initial 
cramped feeling would prob¬ 
ably fade with practice. A 
rather feeble space bar has 
the Control key right next to 
it, which seems risky, but 
there's a whacking great 


INTEGRAL 


As a cost accounting exer¬ 
cise it achieves all these tar¬ 
gets. For £229 you can get a 
64K (42K usable) computer 
with a built-in cassette 
player/recorder and loud¬ 
speaker, plus a high-res 
monochrome monitor. For 
another £100 you can have a 
colour monitor instead. 
Clearly Amstrad, learning 
other companies' expensive 




HARDWARE REVIEW 


NICE...BUT WILL IT AMSTRADDLE 


THE WORLD LIKE A COLOSSUS? 


TV vs. MONITOR 


My quarrel with Amstrad 
is the monitors, which are 
modified and stripped down 
Amstrad tellies, and not the 
best in the world. As moni¬ 
tors they're adequate, but 
with at least one company, 
Normende, making TVs that 
are just as good as most 
monitors and will let you 
watch Hill Street Blues as 
well, I can't see the point of 
spending money, and clut¬ 
tering up my life, with yet 
another gadget. I'd rather the 
£30 modulator and power 
supply unit that lets you run 
the Amstrad through an 
ordinary TV. 

The Amstrad has definitely 
jumped into the charts with 
a bullet and the prices and 
specs make it undeniably 
attractive. Right now I 
wouldn't care to be Sales 
Manager for 64s, Spectrums, 
Electrons or Ataris, let alone 
any of the second division 
machines. But I can't help 
feeling that it's flavour of the 
month. With the Elan Enter¬ 
prise, not to mention the 
MSX machines on the hori¬ 
zon, the hubbub will soon die 
down and instead of trying 
to look like a world beater, 
the Amstrad will settle down 
to appealing to people who 
want a neat package. Which 
should assure it of a future. 


Entry key and a separate 
numeric keypad. 

For a new machine there's 
already a fair amount of soft¬ 
ware, with more coming. 
However, some independent 
software houses are 
expressing open concern 
over Amstrad's distribution 
policy. According to leading 
software company Virgin 
Games, Amstrad prefer that 
all commercial programs are 
regulated through Amsoft, its 
own software house. Inde¬ 
pendents can 'go it alone' but 
risk incurring the 'disap¬ 
proval' of Amstrad. Virgin say 
that this is in complete con¬ 
trast to the MSX companies 
who are extremely forth¬ 
coming with help and assist¬ 
ance so creating a better 
atmosphere for software 
production. 


CO-OP 

Level 9, the adventure 
gamers, however, have 
reported good co-operation 
from Amstrad so it appears 
that reaction to the new 
machine amongst software 
houses can be best described 
as 'mixed'. But, on the prac¬ 
tical side, with the Amstrad's 
very similar Z80 engine room, 
Spectrum software should be 
very easy to convert. The 
present trickle could become 
a flood. 
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{REWIND, CAT, SWAP — for 
swapping loops) are on 
Ultradrive's ROM. Unfortu¬ 
nately, like the Acorn DFS, the 
most often used commands, 
RENAME, DELETE, ACCESS 
and INFO, are on the utilities 
tape — slow and inconven¬ 
ient to get at. To be of any 
real use they should be 
accessible from ROM where 
they can't interfere with any¬ 
thing. 


CHEAPER 


by way of summary. 
Ultradrive is reasonably good 
but it could be better. The 
main flaw is in the design of 
the operating system with¬ 
out resident utilities. Those 
on tape aren'tascomprehen¬ 
sive as they should be either; 
no BACKUP, COPY or COM¬ 
PACT. But then I already use 
discs so maybe I'm being 
over-critical. It's easy to see 
that Ultradrive is better than 
cassette (what isn't) and at 
£79.95 is up to £150 cheaper 
than discs, once you've 
forked out for the DFS. It all 
depends on how short of cash 
and how long on time you 
are. In spite of its shortcom¬ 
ings it still works well. 


NEAT...BUT 
CAN IT DENT 

THE DISC 

MARKET? 


... While KIM ALDIS gets to grips 
with the Ikon Ultradrive, a hi-speed 
minicassette storage system for 
BBC and Dragon 


CASSETTES ARE a pain in the 
butt, disc drives are expen¬ 
sive everybody knows it. But 
probably not so many know 
that there is a solution which 
makes a debatable compro¬ 
mise — a fast tape drive. 

Ikon's Ultradive (for BBC 
and Dragon) is such a widget; 
faster than cassettes but 
slower and less expensive 
than discs. In fact it's more 
than just a fast cassette 
because its operating system 
has total control over the for¬ 
ward and reverse movement 
of the tape, enabling it to do 
a fast search for the file or 
program it's looking for. 

First impressions: it looks 
smart. Small, cream in colour 
to match the BBC, a black 
front to it and extremely small 
cassettes, about two inches 
by one. (The young lady who 
purports to share my life 
referred to them as 'dinky'.) 


SHORT SIDE 

Fitting proved to be some¬ 
thing of a pain. The EPROM 
went into the sideways sock¬ 
ets easily enough but I was 
definitely not happy about the 
cable connections. A ribbon 
cable runs to the user port 
and another to the auxiliary 
power socket, both on the 
BBC's underside — both on 
the short side. Short I said 
and short I meant. The damn 
things were so short that the 
only place to put Ultradrive 
was on top of the computer, 


right over the mains trans¬ 
former and right in front of 
the monitor. Acorn tend to get 
upset by people putting 
things on top of their baby 
and my own feelings about 
keeping data storage media 
near transformers move in 
much the same direction. I've 
had trouble with disc drives 
when they get too close to 
the monitor for much the 
same season. 

FASTLOAD 

Ikon, the manufacturers, 
had thoughtfully provided a 
tape of games to demon¬ 
strate the speed at which 
Ultradrive operates. Not good 
— buried in the midst of this 
lot were clones (if not actual 
copies) of Acornsoft's Snap¬ 
per, Monsters and Program 
Power's Chess. 

So just how fast is it? To a 
large extent this depends on 
where the file is on the tape. 
The easiest way to demon¬ 
strate this is with a few tim¬ 
ings. Cataloguing the first 
side of a tape took five 
seconds. Fast. Turning over 
to see what was on the other 
side proved to be a different 
story — nearly three min¬ 
utes! This illustrates one of 
Ultradrive's main problems. 
Loading is very fast, only 15 
seconds for Monster's main 
program to load — after it had 
taken over a minute to find. 
This, in itself is still not bad 
when compared to cassettes 
but it is possible for Ultrad¬ 


rive to take much longer. The 
problem lies in the fact that it 
has to look at the catalogue 
before it knows where to look 
on the tape. Consider a worst 
possible case where the tape 
is wound fully forward and 
the program you want to load 
is also at the end of the tape. 
Three minutes are spent 
twiddling thumbs until the 
catalogue is found, followed 
by a further three minutes 
while it goes back to the end 
of the tape to load. Admit¬ 
tedly this is a worst case but 
if you think about it it's not 
that unusual. Supposing 
you're working on a piece of 
software. Being a naturally 
cautious person you save 
your program at regular 
intervals in case it decides to 
do a suicide number. Every 
time you save it Ultradrive 
goes to the catalogue, writes 
the filename and any other 
garbage it needs then goes 
to wherever your program is 
to save it. This process 
repeats itself every time a 
load or save is made. Unless 
you make a point of using a 
new tape so your program is 
right next to the catalogue the 
time saving is very little when 
compared to cassette. 

I definitely didn't like the 
utilities. One or two of these 
































MAIL ORDER 
ADVERTISING 

British Code of Advertising Practice 

Advertisements in this publication are required to conform to the British Code of Advertising Practice. 

In respect of mail order advertisements where money is paid in advance, the code requires advertisers 

to fulfil orders within 28 days, unless a longer delivery period is stated. Where proofs are returned 
undamaged within seven days, the purchaser's money must be refunded. Please retain proof of 
postage/despatch, as this may be needed. 

Mail Order Protection Scheme 

If you order goods from Mail Order advertisements in this magazine and pay by post in advance of 
delivery, BIG K will consider you for compensation if the Advertiser should become insolvent or 
bankrupt, provided: 

(1) You have not received the goods or had your money returned; and ^ , 

(2) You write to the Publisher of BIG K summarising the situation not earlier than 28 days from the 
day you sent your order and not later than two months from that day. 

Please do not wait until the last moment to inform us. When you write, we will tell you how to make 
your claims and what evidence of payment is required. 

We guarantee to meet claims from readers made in accordance with the above procedance as soon 

as possible after the Advertiser has been declared bankrupt or insolvent. 

This guarantee covers only advance payment sent in direct response to an advertisement in this 
magazine not, for example, payment made in response to catalogues etc, received as a result of 
answering such advertisements. Classified advertisements are excluded. 


AVALON HILL GAMES 


Microcomputer 

Games 


Summer Season Silly Sale 


TITLE 

CURRENT 

OUR 

ATARI 

RETAIL 

PRICE 

PRICE 

NOT XL 
SERIES 

Computer Acquire 

£14.95 

£3.95 

16K 

Bomber Attack 

11.95 

3.95 

Close Assault 

21.95 

6.95 

40 K 

Conflict 2500 

11.95 

3.95 

32K 

Controller 

21.95 

6.95 


Empire of the Overmind 

25.95 

7.95 


Facts in Fives 

18.95 

4.95 

16K 

Flying Ace 

18.95 

5.95 

Galaxy 

14.95 

4.95 

16K 

Gypsy 

15.95 

3.95 

16K 

Knockout 

14.95 

4.95 

16K 

Legionnaire 

25.95 

6.95 

16K 

Comp. Maj. League Baseball 

18.95 

4.95 

16K 

Moon Patrol 

18.95 

4.95 

Road Racer/Bowler 

11.95 

3.95 

16K 

Shootout at OK Galaxy 

14.95 

4.95 

16K 

Space Station Zulu 

14.95 

4.95 

32K 

Computer Stocks & Bonds 

14.95 

4.95 

32K 

Tank Arcade 

11.95 

3.95 

16K 

Tanktics 

21.95 

6.95 


Telengard 

19.95 

6.95 


Vorrak 

18.95 

5.95 


Voyager 

14.95 

4.95 

24K 


CASSETTES 

★ CASSETTES 

DISKS 

★ DISKS 

APPLE 

TRS 80 

CBM 

ATARI 

APPLE 


PET 

NOT XL 


16K 

16K 

16K 


48 K 

32K 


8K 



48 K 

48 K 


48 K 


16K 

16K 

16K 

‘ 40 K 

48 K 



40 K 





40 K 





48 K 





32K 


16K 

16K 

16K 

32K 

48 K 



16K 

8K 



32K 

16K 

8K 

32K 




48 K 


32K 

16K 

16K 

40 K 



16K 

8K 

48 K 

48 K 




48 K 


32K 

16K 

32K 




To: 


R. M. TRADING CO. 
75 STONELEIGH AVE. 
ENFIELD, MIDDX. 


Access/Visa Card No. 

Cheque/Postal Order enclosed £. 

When ordering state computer and 
Memory size. Where possible please 
give 2nd choice as stocks are limited 
POST FREE 


Your name & address 


BK1 


86 




































Computer 


IBS 




□ 


Original adventure game, kill the Vampire and steel his treasure 
before dawn breaks-each of the 40 chateau rooms are graphical 
and hold many hidden secrets. 


he Perfect Cover 


We have a team of some of the best designers in the profession 
producing colour advertisments for magazines as well as large 
amounts of cassette covers and leaflets. 


Use Oar Talent 


We also have a package deal especially formed to assist you to 
market your computer game cassettes with professional graphics 
backed up by full colour printing and finishing services. 

For details Call: 0245 41 2124. 


Tel 




Pit your Jet Fighter 
your opponents-one 
players....or fight your 48K 
SPECTRUM 11 

Space Warrior 

ALL Machine code Galaxian- 
type game. Multi-Screen Arcade 
Action, with Training Mode. 

Also Available 

Wheeler D£aler A 

060 

Finance and Strategy game, Turn £15 into £200,000 If you 
can!!! Avoid Pol ice. Floods,Tax Inspectors and Loan Sharks- 
lf you want to succeed in being Rich! SPECTRUM 16K. 
Rush me the following Tapes 


□ Chateau of the Undead 

□ Dog Fight & Space Warrior 

□ Wheeler-Dealer 

P/ease Include 50p post & pack 


£5.50 

£5.50 

£4.50 


NAME 

ADDRESS 


No.556 No.557 

Catalogue available by request 


No.558 


No.559 


LIP 


BLIP 


BLIP 


LIP 


BEEEEER 


LIP 


PEEEP 


Bl 


P-BLEEP-BIBBB 
BLIP-BLAP-BIB 
PI 111IIIP-B LI PP 
BIP.POP!! 


No.600 

Cols, red white yel *L/blue D/blue Green 


No.601 


TOTAL £ 

Please make all Cheques/P. Os For Tapes Payable to: 4th Dimension 

■ 

□ T-Shirt/s No. Size Col. £5.00 NAME 

□ Sweatshirts No. Size Col. £8.50 ADDRESS 

□ American Baseball Caps No. £5,99 

□ More designs & Info -p e |. 

Post & Pack Included TOTA L £ 

Please make all Cheques For Shirts etc. Payable to: Pandora Design 

ANY GAME PROGRAMMES? For free appraisal and assistance 

/ send tapes with full instructions to: 


4th Dimension, 

Green Gables, 
Blackmore End, 

Nr. Braintree, 

Essex. CM7 4DN. 
Tel: 0371 - 850323. 
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CAN 20 ME.UON VCS 


OWNERS BE WRONG ? 


A QUICK glance at the Amer¬ 
ican computer presstellsyou 
a lot about the origins of our 
own version. Like micropro¬ 
cessor technology itself 
microcomputer magazines 
originated over There and 
subsequently appeared over 
Here, already having acquired 
a form of recognised identity. 

That the model has been 
US-defined becomes appar¬ 
ent by a quick glance at, say, 
Byte. Byte's obvious editorial 
aim is to rule the world (which 
they all but do already, to 
judge by the thickness of their 
issues). Their chosen slant is 
the Authoritative shtick. Clin¬ 
ical, clearly laid-out and 
above all voluminous. Byte 
sails placidly along on a sea 
of immense knowledgeabil- 
ity, prestige, and consider¬ 
able advertising revenue. It is 
the very model of a modern 
micro magazine. 

Also with a good reputa¬ 
tion among magazine buyers 
in the UK are Compute! and 
Creative Computing, both of 
which take a more relaxed 
editorial line, aiming gen¬ 
erally to the “left” of Byte in 
their (equally calculated) 
unstuffiness, cheerful lay¬ 
outs, and air of calm, know¬ 
ing, expert, fair minded, 
hippie self-confidence. 

Although with a few minor 
exceptions these three are the 
US computer magazines 
most highly rated in the UK 
in fact there are a very great 
number of other, not too dif¬ 
ferent magazines, many of 
which never get distributed 
here. But to say many of them 
are unlike anything you've 
seen before would be to 
overstate matters. There are: 
business machine maga¬ 
zines; general computing 
magazines; hand-held per¬ 
sonal computer magazines; 
soft magazines; dedicated- 
machine magazines; educa¬ 
tional titles, and game mag¬ 
azines. 

There are a lot of game 
magazines, actually. 

As we all have our defi¬ 
nition of games magazines let 
me say I mean magazines 
who deal with “recreational 


Not on your life, matey, to judge by the profusion of U .S. 
computer-game magazines— most of them really video- 
game mags at heart. . .TONYTYLER peruses a sample of 
BIG K's transatlantic opposition. 



computing”; any use of a 
computer or computer-like 
object to do anything spec¬ 
tacular and involving, not 
already defined as either 
Business or Educational. 
Leaving it at that (for now) in 
the UK, what do we find in 
the US? Proportionally nearly 
three times as many games 
magazines. And for this you 
can blame the Atari VCS and 
other videogame machines. 

The fact is that, for Ameri¬ 
cans, the Age of the Com¬ 
puter began with the Atari 
VCS — later on with the Intel- 
livision, the Odyssey, the 
Sega and of course the Coleco 
as well. As a result they 


underwent an entirely sepa¬ 
rate stage — the great VCS 
Diversion. By committing 
millions of potential one-time 
buyers to games consoles, 
the salesmen ensured that the 
real computer revolution in 
America would come, for the 
average American family, at 
least a year late as a result. 

Videogame culture — as a 
genuine and recognised pre¬ 
cursor to full-blown com¬ 
puter culture — began with 
Atari, lives on — still — with 
ColecoVision, and in its two 
years of unchallenged 
monopoly has spawned 
several videogame maga¬ 
zines. Examples are Elec¬ 


tronic Games, Electronic Fun, 
Joystick (since defunct), and 
Vidiot (ditto) to name just a 
few better-known. 

The arrival (willy-nilly) of 
the US computer revolution 
has meant that survivors have 
had to consider becoming 
keyboard conscious, in mid¬ 
stream as it were. Electronic 
Games has for some time 
now printed short utility pro¬ 
grams for the US-favoured 
computers. But chiefly 
because they daren't aban¬ 
don the huge US videogame 
ownership, even “Junior 
Computer” mags continueto 
review and support video- 
game stuff wholeheartedly. 
Apart from that a list of their 
contents would sound famil¬ 
iar enough to British ears: 
general features; software 
reviews; some hardware; 
standalones (big business in 
the US), and arcades. To this 
add occasional very short 
utility programs for the half- 
dozen most popular com¬ 
puters; equally short games 
listings; and movie/TV 
reviews where appropriate. It 
all sounds recognisable 
enough stuff. On paper. 

But there are differences. 
American games mags carry 
far less advertising than their 
British cousins, in general 
have less pages and cost a 
good deal more. 

One thing you get for your 
money is full colour through¬ 
out; and I guess they need 
the money since they all have 
staffs about three times the 
size of British magazines. 
Artwork in these magazines 
is often (though not always) 
superb. Above all the flavour 
is American. 

ELECTRONIC 
GAMES 
Monthly; $2.95 

The doyen, fatter than ever 
now since the demise of its 
chief rival. Original launch 
diet (videogames, arcades, 
standalones) still predomi¬ 
nates, though computer fea¬ 
tures have been increased 
over the last year or so. Spe¬ 
cialises in imaginative 
reviewing — every feature in 
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EG is almost certain to be a 
review of some sort — often 
using artwork to romanticise 
the limitations of the writing 
(a little too Gee Whiz in 
places, gang!) Averages 132 
pages per issue, of which (in 
our sample) 44 were adver¬ 
tisements. 

Verdict: The definitive 
videogamer's magazine. Will 
take the Pro 7800 seriously. 

COMPUTER GAMES 
Monthly; $3.00 

Like EG, CG aims squarely at 
VCS country. ("We're talking 
about those ten-year-olds", a 
company rep recently told our 
man in Chicago). Half the 
number of pages of its rival 
and correspondingly less 
advertisements. Neverthe¬ 
less paper quality is excellent 
and of course full colour pre¬ 
dominates. Layout is cheer¬ 
ful and uneconomical by 
British standards. Like EG, 
uses The Review as all-pur¬ 
pose feature device. No com¬ 
puter programs whatever — 
wholly a software buyer's 


magazine. Good writing; 
especially good letters. 

Verdict: smart, a bit pad¬ 
ded, good print job, may find 
life tough if videogame mar¬ 
ket continues to go«down the 
tube as predicted. 

K POWER 
Monthly; $1.95 

Our American namealike, one 
of the slimmest of our sam¬ 
ple at 64 pages, nonetheless 
takes the same definite step 
up the evolutionary ladder (so 
to speak) as EG by featuring 
type-in programs for major 
US computers and also 
"support" features ... all of 
this, albeit, on a very modest 
scale. Otherwise . . . the mix¬ 
ture as before. 

Verdict: half-hearted; 

bland; untidy. 

VIDEO GAMES 
Monthly; $2.00 

The mixture pretty much as 
before — VG (can you think 
of any unused 'G's'?) majors 
by a whisker on arcades, with 
ROM- and disc-based game 


Not all of the vast range of US 
computer-game mags have 
stayed the course. One of the 
first, Electronic Fun (incorporat¬ 
ing Computer and Video Games) 
transformed itself into Com¬ 
puter Fun a few months ago . . . 
but lasted a mere two issues. 
Mikrokids (pic), more or less the 
US equivalent (in content if not 
style) of our own dear departed 
Load Runner, merged recently 
with K-Power (see main text). It 
suffered, as Load Runner suf¬ 
fered, from a jovial, patronising, 
educational tone and was — in a 
word — just too juvenile for 
words. So down the tube it went. 

Then there was Joystick — in 


this writer's view, probably the 
best of the originals in both in 
looks and style (even if it was as 
videogame-dedicated as its 
opposition). For two years it gave 
EG and EFa run and half fortheir 
money, but in circulation wars 
there are seldom winners, only 
losers. Joystick lost. 


reviews (in the usual various 
guises) predominating. 
Nothing for tappers at all — 
nothing remotely technical, in 
fact. Average issue 80-odd 
pages, the usual full colour 
and airy layouts. Oursample, 
interestingly, features a 
respectful interview with 
Nolan Bushnell and a tough, 
gritty, knowledgeable and 
utterly ruthless demolition 
job on the Timex-Sinclair 
2068 (the US-packaged 
Super-Spectrum). Screen 
shots and nice artwork round 
it off. 

Verdict: As Computer 
Games. 

The above list represent the 
bottom rung (as it were) of 
our sample (in 'seriousness' 
terms). Next tier up finds us, 
as it does in the UK, among 
the dedicated-user maga¬ 
zines. These naturally exist, 
in great profusion, for all 
major machines, and many 
of them reach our shores to 
compete directly for sales 
with the home-grown pro¬ 
duct. 

However not all of them do 
go on sale here. Forexample, 
Atari have magazine support 
in Britain, only not from 
American magazines. Two 
more Atarimags in our over¬ 
all sample are Antic, which 
subdescribes itself as The 
Atari Resource( resourceful of 
them); and Atari Connection 
(perhaps the most uninspir¬ 
ing name of the whole 
bunch). Both are pricey at 
three bucks, actually well- 
presented and balanced, and 
aimed clearly at the novice 
(or relative novice, computer 
user. You expect, and get, 
quite long and easy pro- 

ALAS, NO 
LONGER 
WITHUS... 


grams, both games and utili¬ 
ties , in Atari Basic — but 
articles on, say, 6502, 
Assembler or Adventure 
Parsing would be wildly over 
the top of their mission pro¬ 
file. Both magazines also fea¬ 
ture general articles, often of 
a 'speculative' and 'thought¬ 
ful' nature (i.e. padding). 

As always it is all in four 
colours and on good, thick 
paper with a decent-bit of a 
gloss to it. Antic is 100 pages, 
Atari Connection a little 
smaller at 80. 

The single most irritating 
thing about all of these mag¬ 
azines (and there are many 
others we haven't even men¬ 
tioned) is that as far as they 
and their huge readerships 
are concerned the words 
Spectrum or Acorn, Ulti¬ 
mate, Minter and Smith, don't 
mean a thing. In Britain the 
videogame machine was 
relatively slow to arrive — 
Sinclair's ZX80 was hard on 
its heels. As a result dedi¬ 
cated videogames never took 
massive root here, as they did 
in the States — they never 
had time to. Would-be com¬ 
puter types skipped that stage 
altogether and went straight 
into small, cheap micros, 
cassettes and started pro¬ 
gramming right away. It is 
doubtful if a purely video- 
game magazine could even 
have survived in Britain. 

American computer game 
magazines are all intensely 
respectable, and for an 
American market, well- 
designed. And yet in Britain 
no equivalent readership is 
said to exist. There must be 
something significant in this, 
if I could only work out what 
it is. 
































There's only one contender — and no contest for 

the USA's Computer of the Year: it's the Apple 
Macintosh. And although it's only been on sale for 
less than six months, owners are already using it to 
stretch a frontier or two. BIG K's MIKE GOLD, for 
example, also a comics editor and originator (his 
day job), has discovered Project Zero, the world s 
first comic produced entirely on a computer, art¬ 
work and all. Here's how it was done 
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The artwork and lettering on this page 
was done entirely on an Apple Macintosh 
computer and an Apple Imagewriter dot- 


COMPUTER GRAPHICS. They're nothing new 
— people have been creating this sort of stuff 
for years. But in order to do so, they had to 
have constant access to a lot of expensive 
equipment. 

Until now. In January of this year, Apple 
released the Macintosh — a truly revolutionary 
machine. For a grown-up computer, it is rela¬ 
tively inexpensive. And unlike the other so- 
called personal computers, the Mac is totally 

graphics-orientated. 

When the Mac came out, Apple introduced 
two programs: a decent word-processing 
package, and an extraordinary graphics pack¬ 
age Most people thought MacPaint was going 
to be fun, but of little use. After they got their 











































































Got something. 
Looks alive 


COr 'sum< 


It was coming from 
the Ravenswood 

( Tanks. Giant cisterns 
that were supposed 
to have stored the 
heat for Chicago land' 
great Solar Future, 
they'd been--what 
Y/as the word?-- 
reapportioned! by the 
Chicago land Alien 
Nation. 

Redecorated too. 


® n °t that 
' lst centun 
■'Zbout the' 
9ets to see 
]tl 9 women. 


It's always 
party-time 
in the Tanks. 


These days you can't tell the 
boys from the girls with¬ 
out a speculum--! 


-gTB^TPT?^ rr ' 1 


Almost there, 


. young 
lady--if you are a 
young lady! Don't let 
me down--! 


matrix printer. The brainwork and design 
was done by Human Beings. 

®M. Saenz & P. Gillis 1984. 


hands on the program, they quickly changed 
their minds. 

In the hands of painter/comics artist Mike 
Saenz, MacPaint became a tool to expand the 
sense of wonder. Saenz is best known for his 
work as an airbrush artist for Marvel Comics' 
upmarket Epic Illustrated magazine; MacPaint 
is about as far from an airbrush as a storytell¬ 
ing artist can get. 

Whereas Saenz's work speaks for itself, you 
must remember that everything you see here 
was created from the ground up: nobody ever 
produced comics this way before. This work 
represents Mike's efforts after owning a Mac¬ 
intosh for a mere five months. 

In reviving his comic book story, Saenz 


turned to his friend, fellow Chicagoan Peter 
Gillis. A comics writer for five years, Gillis has 
written the adventures of most Marvel super¬ 
heroes, as well as a number of characters pub¬ 
lished by leading independent comics publisher 
First Comics — who have shown a great deal 
of interest in Mike and Peter's efforts. 

Their story — shown here still in develop¬ 
ment stage and only tentatively entitled Zero 
— was produced last July at the 1984 Chicago 
Comicon comic art convention to considerable 
acclaim. Fellow artists were scratching their 
heads, and writers, editors, and fans alike gazed 
upon Zero if they had just taken a good, hard 
look at the future. 

They most certainly had. 


























































MIKE GOLD sums up the 
State of the Nations 


SO WHYwas the Consumer Electronics Show 
so important? 

By now, you've probably been Consumer 
Electronics Showed to death. But retailer 
response has a life-and-death impact upon 
new products — and even upon old com¬ 
panies. 

The summer show, held in early June in 
Chicago, is particularly important. Whereas 
the winter show in Las Vegas is often better 
attended, the summer show allows manu¬ 
facturers to unveil their goodies in time for 
Christmas orders. A majority of home elec¬ 
tronics items — particularly games and low- 
end computers — are sold during the last 
three months of each year. 

Now that the show is behind us, what was 
unveiled is no longer as important as howthe 
retailers reacted. Will they order it? Will they 
push it? What are they stuck with from last 
year? 

Of those items in the gaming and com¬ 
puters arena, CES-watchers had four 
questions: 

1} Does anybody care about the so-called 
"dedicated machines" — those that only play 
games? 

2) Does anybody who is not on Atari's pay¬ 
roll actually believe they're still in the games 
business? 

3) Does anybody believe the Coleco Adam 
is worth stockroom space? 

4) And if Atari and Coleco are both on the 
ropes, where's the action? 

The answers were quite clear: no, not really, 
no, and Commodore. 

Nobody had much interest in hardware that 
could only play games. Imagic stopped mak¬ 
ing game carts for all Atari, Intellivision and 
Coleco formats, concentrating on the C-64, 
with a lesser interest in Apple, IBM, and the 
VIC-20. The Coleco people must have been 
thrilled at that one: while passing over Coleco, 
Imagic was making software for a machine 
six months dead. 


Indeed, only Parker Brothers and Activision 
were showing any real support for Atari and 
Coleco — and neither company put a lot of 
effort into the Adam. It should be noted Parker 
and Activision — both with some interesting- 
sounding games — were producing their 
wares in just about every conceivable format, 
save Sinclair. The dedicated machine is an 
item of the past. 

Atari made a strategic mistake. The show is 


split up among four different buildings, with 
most "big boys" in the main facility. The com¬ 
puters and games folks had their own build¬ 
ing, but Atari, in a typical fit of corporate 
megalomania, put its display in the main plant. 
Many retailers (or more appropriately, their 
games/computers buyers) never went to the 
big room, limiting their show leather to their 
own bulding. If Atari was playing Mountain, 
many buyers just weren't interested in coming 
to Mohammed. 

Perhaps it was just as well. Atari's big 
announcement was its super new 7800 game 
computer, with its ability to produce almost 
arcade-quality graphics. Retailers who went 
over to their exhibit generally told me the last 
thing they wanted to see from Atari was 
another dedicated machine: "Just what I need 
— still another format for Pac-Man, "one major 
buyer told me bitterly. 


"If Atari will advertise it, I suppose I'll have 
to stock it," another buyer stated. "But believe 
me, I'm not going to get stuck with a lot of 
those things in my warehouse." 

No other software games manufacturer, as 
of this date, has announced any support for 
the 7800. Atari is out there all alone. 

As for Coleco . . . well, it was so quiet at the 
huge Adam exhibit, you could hear a stock¬ 
holder's blood pressure surge. There was 
some interest in Coleco's new software, but 
the Adam's an industry joke. 

Coleco just might hold on, but with their 
basic game unit selling for $79.00, I wouldn't 
bet the rent on it. 

So who's the winner? Commodore, hands 
down. But they probably don't believe it. 

Everybody loves the C-64. Every software 
manufacturer had its games available for the 
C-64. All the educational stuff was being writ¬ 
ten for the C-64. Other formats had varying 
levels of support, but everybody — even Atari 
— was backing the 64. 

I doubt Commodore was all that enthusias¬ 
tic. Their big announcement, the "Plus/4" (the 
renamed C-264) met a lot of scratched heads. 
This new unit is not an enhanced version of 
the 64 — indeed, the graphics and sound are 
inferior. What it is, is an inexpensive com¬ 
puter with built-in word processor, spread¬ 
sheet, database management, and business 
graphics. But the Plus/4 is to these functions 
what your fingers are to a calculator: Any¬ 
body who needs a computer with those capa¬ 
bilities quickly will realise that for a couple 
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HARD 

QUESTIONS 


Stateside Chatter: So what did I like at the 
summer CES? Well, you have to take games 
announcements with a grain of salt — the 
games are rarely as great as their prototypes 
— but I found the science fiction novel tie-ins 
of interest. These include Hitchhiker's Guide 
to the Galaxy { created, in part, by Hitchhiker's 
author Douglas Adams), Isaac Asimov's 
Robots of Dawn, Ray Bradbury's Fahrenheit 
451, and adaptations of novels by Arthur C. 
Clarke, Robert Heinlein, and Larry Niven. 

The game I'm having the most fun playing 
is Penguin Software's Transylvania .. . as 
written for the Macintosh. Yes, that's right — 
the one machine that is supposed to be use¬ 
less for gamers. Well, it is great for adventure 
gamers, and the Mac's enhanced black-and- 
white graphics allows Transylvania for the 
lac to run rings around all other versions, 
text month . . .Anything but the Consumer 
Electronics Show . . . 




hundred bucks more, they could buy a low- 
end Apple or other, similar "real computer". 

But The Marketplace, the true basilica of 
capitalism/patted Commodore on its head 
and pointed at the goldmine: The Commo¬ 
dore 64. The machine that, in spite of its age, 
was the true winner of the Consumer Elec¬ 
tronic Show sweepstakes. 


Seen Better Days . . . Atari's 5200 game pi 
its 600XL computer, and the long-discuss 
AtariTel telephone terminal. Atari is making 
noises like they're still alive, but they haven't 
manufactured a 200 player since February, 
and the 600XL is selling like day-old hotcakes. 
And nobody is actually talking about AtariTel. 

Also Seen Better Days . . . IBM's PCjr, and 
even the mighty PC itself. Nobody's buying 
the former, and the latter is fighting competi¬ 
tion from every conceivable corner. IBM cut 
the retail price on each nearly 25%, and the 
PC's built-in memory had been doubled. 

IBM's new PC is likely to abandon the 5V 4 " 
floppy, in favour of the 3V," Sony hard-shell 
discussed in Apple's Macintosh. 

And while I'm on the subject, IBM was hardly 
pleased to discover Apple's much-bally- 
hooed Macintosh has become the fastest sell¬ 
ing personal computer in history. 






























ATARI VCS OWNERS 

LOOK AT THESE PRICES 

WE STOCK A RANGE OF OVER 200 VCS CARTRIDGES 

AND 90 OF THEM ARE UNDER £10 - SEND FOR FREE CATALOGUE 
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may well be wondering how we are able to offer so many cartridges at such good Drices Well Silica Shnn hlio °°h. e * r0m ' y ? U re ookm 9 * or a bargain. You 
over 5 years and with a turnover of £1 5m and over 35 staff we are ab e toih.TL ? ° P have " ow been specialising ,n Atari game software for 

undersold, we will normally match a competitors price providing they actually have the goods in stock Silica Shoo runs an inder^nrt^Ti? ne J£c be knowir )9 ly 
with regular mailings to over 35,000 members. These mailings include detailed game reviews oiltheextensive fanne of Atari J ° W , nerS C,Ub ' 

complete the coupon below and send us your order, or your request for a FREE copy of our catalogue and we will add your name to ourAtoiVCSmanfng 5 1,^° 

E.T. £4.95 * MISSILE COMMAND £7.95 

RAIDERS OF THE LOST ARK £8.95 

And that s not all - look at the list below and see our other offers: 
£4j5_|_£7jj5_|_£9.95 I £9.95 I £14.95 I £22.95 I £27.95 I £27.95 


E.T 


£5.95 


Boxing 
Freeway 
Kaboom! 
Laser Blast 
Skiing 
Stampede 
Tennis 

£6.95 


Air Sea Battle 
Barnstorming 
Brain Games 
Bridge 

Challenge Nexar 
Chopper Commnd 
Demons to Diam 
Grand Prix 
Ice Hockey 
Maze Craze 
Night Driver 
Starmaster 
Warlords 

£7.95 


Adventure 
Breakout 
Haunted House 


Missile Command 
Pinball (Video) 
Soccer 

Yars Revenge 

£8.95 


China Syndrome 
Gangster Alley 
Master Builder 
Planet Patrol 
Raiders Lost Ark 
Tape Worm 

£9.95 


3D Tic Tac Toe 
Asteroids 
Astro Attack 
Basketball 
Battlezone 
Berzerk 
Black Hole 
Bowling 
Capture 
Casino 

Checkers (Video) 
Chess (Video) 
Circus 

Codebreaker 
Commun Mutants 
Dodge’Em 
Dragonstomper 
Dream Flight 


Escape Mindmstr 
Felix Return 
Fireball 
Fire Fighter 
Forrest 
Frogger (c) 
Galactic 
Galaxian 
Golf 

Ground Zero 
Indy 500 
Killer Sattelites 
Labyrinth 
Mafia 

Magic Puzzle 
Miniature Golf 
Missile War 
Ms Pacman 
Olympics (Video) 
Othello 
Outlaw 
Overkill 
Pac Kong 
Party Mix 
Phoenix 
Rabbit Transit 
Sea Master 
Skin Diver 
Sky Diver 
Sky Scraper 
Space Eagle 
Space Raider 


Space Robot 
Space War 
Squirrel & Snail 
Star Raiders 
Suicide Mission 
Super Breakout 
Superman 
Survival Island 
Sword of Saros 
Time Machine 
Time Race 
Tom Boy 
Trick Shot 

£13.95 


Combat 

Math Gran Prix 
Missile Control 
Surfers Paradise 

£14.95 


Atlantis 

Commando Attack 
Cosmic Ark 
Demon Attack 
Dragonfire 
Eggomania 
Fathom 
Gopher 

Infernal Tower 
Lost Luggage 
No Escape 


Octopus 
Picnic 
Racquetball 
Riddle of Sphinx 
Solar Storm 

£18.95 


Alpha Beam 
Backgammon 
Big Birds Egg Ctch 
Cookie Monster 
Defender 
Football (Realspt) 
Snoopy/Red Baron 
Sorcerers Appren 
Tennis (Realspts) 
Volleyball (R/spt) 

£19.00 


Supercharger 

£19.95 


Jawbreaker 
King Kong 
Marauder 
Miner 2049er 
Polaris 
Sky Jinks 
Springer 
Threshold 


Demolition Herby 
Jungle Hunt 
Kangaroo 
Ram It 

Shark Attack 
Space Invaders 
Stargunner 
Vanguard 

£24.95 


Fast Food 

£25.95 


Laser Gates 
Moonsweeper 

£27.95 


ACTIVISION 
BUY* ONE 
GET ONE** FREE 
Decathlon* 
Enduro* 

Keystone Kapers* 
Megamania** 
Oink** 
Pitfall* 

Plaque Attack** 
River Raid* 
Robot Tank* 
Seaquest** 
Spider Fighter* 


CBS 

BUY ANY TITLE 
GET ONE** FREE 

Carnival** 
Donkey Kong** 
Donkey Kong Jnr* 
Gorf** 
Mousetrap 
Mr Do 
Smurf** 
Solar Fox** 
Time Pilot 
Venture** 
Wizard of Wor** 
Zaxxon 

£27.95 


PARKER 
BUY ANY TITLE 
GET ONE** FREE 

Action Force** 
Amidar** 

Empire Strks Back 
Frogger 
Jedi Arena** 
Reactor** 

Sky Skipper** 
Spiderman** 


RECENT RELEASES 
BUY ONE GET 
ONE FREE OFFERS 
DO NOT APPLY 
TO THIS SECTION 
Centipede 
Crystal Castles 
Dig Dug 
Frostbite 
H.E.R.O. 

Mario Brothers 
Millipede 
Moon Patrol 
Pac-Man 
Pengo 
Pitfall II 
Pole Position 
Space Shuttle 

£29.95 


PARKER 
BUY ONE AND 
GET ANY** FREE 
CARTRIDGE 
FROM £27.95 
SECTION ON LEFT 
Death Star Battle 
Popeye 
Super Cobra 
Tutankham 
Q*Bert 


..uuob - nu cobapc inresnoia apmer rignier g Bert 

SILICA SHOP LIMITED, Dept BIGK 0684,1-4 The Mews, Hatherley Road, 
SidcupJKent, DAM 4DX Telephone: 01-309 1111 or 01-301 1111 


ORDER FORM: 

□ Please send me a copy of your VCS catalogue 

□ I already own an Atari VCS console 

□ I am considering purchasing an Atari VCS console 

ADDRESS: 



To: 


□ 


SILICA SHOP LTD., Dept BIGK 0684, 1-4 The Mews, Hatherley Road 
Sidcup, Kent, DAM 4DX Tel: 01 309 1111 or 01 301 1111 

Please send me the following goods: 


QTY 

TITLE 

£ 
















□ I enclose a Cheque/P.O. payable to Silica Shop Ltd. 

□ CREDIT CARD - Please debit my Access/Barclaycard/ 


Visa/American Express/Diners Club Card 
Card Number: 


Rev 3 



































































SOFTWARE INVASION 

invade your home computer! J B Mi B 


Let excitement 
Travel to Alpha Centauri. Enter the Vortex. 
Command the ground missiles, or join the 
shoot-out at the O.K. Corral! 



50 Elborough St., Southfields, London $Wl8 5DN 




I am a Distributer/Multiple/Retailer/Dealer Please contact me 
(please delete whichever not applicable). 


I enclose my Cheque/P.O. for £. 

Name_ 

Address_ 


GUNSMOKE 


the movement of the saloon-bar door was all the warning he needed! At the 
speed of light his hand moved toward his holster, while a sixth sense warned him of the upper 
floor window... 3D ACTION, SOUND EFFECTS. BEAUTIFUL GRAPHICS BBC MODEL B 
£7.95 CASSETTE £11.95 DISK 


31) BOMB ALLEY 

... the continued thunder of the hissing ground missiles had long now deafened him - unless he 
had some of those bombers down, the fleet, in the small stretch of water was a sitting duck... 
3D ACTION, SOUND EFFECTS. BEAUTIFUL GRAPHICS BBC MODEL B £7.95 CASSETTE £11.95 DISK 


... he punched the key, and the control monitor filled with the picture of bug-eyed wasps attacking 
from their volcanic nest; decisively he dived to the left and his laser gun burst into action... 

3D ACTION, EXPLOSIVE SOUND EFFECTS BBC MODEL B £7.95 CASSETTE £1195 DISK 


... there was no escape, he had to enter the Vortex and bet on his skills! 

He grabbed the manual controls and with determination fired both 

upper deck guns. EXCELLENT SOUND KEYBOARD OR JOYSTICK, BBC MODEL B 

ALSO AVAILABLE ON ACORN ELECTRON CASSETTE FOR £7.95. \ 

EAGLES WING 

... he glanced at his fueftevels, a few more seconds of flying time. He 
had to swing round through the burst of fire to reach the Docking platform, 
he knew, in two minutes the game could be over GRAPHICS, REALISTIC 
COMBAT, SUPERB CONDITIONS,BBC MODEL B, £7.95 CASSETTE, £11.95 DISK. 

Spooks D Spiders 

. . . perhaps, very slowly, he could reach the cellar - quietly he started 
climbing down, his foot slipped as the giant spider dived towards him . 

SOUND EFFECTS, EXCELLENT GRAPHICS, BBC MODtL B, 

£7.95 CASSETTE, £11.95 DISK. 

HOW TO ORDER: You may purchase any of the Gamesdsled from most good 8B*^Softwaie Stockist!;: 

W H Smiths. HMV or your nearest Spectrum tOealer. * 

To order direct, fill in the coupon below with your requirements, make cheque/P^Q. payable to: SOFTWARE 
INVASION and post to uslPlease allow 7 to 14 days for delivery. . , * 

OVERSEAS ORDERS: Please add £0.75p per'<pmfe ordered 


Do you write your own 
programmes? If you have 
an unusual programme 
which can meet our 
standards you could be 
earning more than £250 per 
week. Why not take 
advantage of our sought 
after reputation. Write now! 


• Distributors, Multiple Store and 
Retailer Group inquiries invited. 

• Available from WH Smith, HMV, a 
Spectrum shops and over 500 ret 
outlets in the U.K. 


Post to: 

SOFTWARE INVASION 50 ELBOROUGH STREET SOUTHFIELDS LONDON SW1S5D 


GAMES 

QNTY 

TAPE 

DISK 

40 TRACK 

80 TRACK 

£ 

VORTEX 







VORTEX 

(Acorn, Electron ) 







ATTACK On 

Al PHACENTOURI 







30-BOMB ALLEY 







OIJNRMOKE 







FAGLES WING 







SPOOKS & 

SPIDERS 




























































OG THE CAVEMAN 

£7.95 BBC 32K, ELECTRON £9.95 DISC 



OG is in a calamity. His territory has been taken over by 
dmosaurs thiat lay eggs at a really hectic rate. Og must 
crush the brood before they hatch by jumping on to each 
and every egg. Og’s problems are compounded by a pack 
of slavering dinosaurs hungry for his blood — and on higher 
levels by grand old Ma dinosaur herself. Og can use his 
magic staff to set a trap, but time is precious as Og knows 
all too well. Big bonuses can be scored for jumping on fruit 
and an even bigger bonus for snatching a kiss from his 
waiting cavewife. b 


SUPERFRUIT 

£5.95 BBC 32K, ELECTRON £7.95 DISC 



Features full colour hi-res graphics, great sound effects 
spinning reels, 5 x 4 display of fruit, “bounce" as each reel 
settles, nudge box, nudge gambles, two-way nudges, swap 
M e . S -’,x° d reels ’ collect win > gamble any win, “loser’s qam- 
ble if first gamble is lost, Supergamble for the jackpot and 
a coin pile that shrinks and grows with your winninqs 
Separate instruction program. This implementation is in a 
class of its own. 

Simply the best! 


To order send cheque/P.O. to: 

SIMONSOFT, 25 TATHAM ROAD, 

ABINGDON, OXON 0X14 1QB 

TELEPHONE 0235 24140 

Please state whether you have a BBC or an 
Electron computer. 


MAKE SURE YOUR 
HOME COMPUTER 
WORKS... FOR 
YEARS AND YEARS 

Guarantee years of service from your home computer 
Protect your investment by joining the MICRO REPAIR CLUB 
After your warranty has run out can you afford the manufacturers’ 
Tur .:?P^ char 9 es which can as high as £60 minimum? 

THE MICRO REPAIR CLUB is a brand new organisation offering a 
unique scheme which guarantees that should your computer break 
down, it will be repaired at absolutely no cost. 

THE MICRO REPAIR CLUB has been formed to save you money 
and ensure that your computer is in tip-top working condition for 
years to come. 

A one-year membership that guarantees all repairs to your 
micro costs only £24.95, with an annual renewal of £14 95 
A two-year membership costs £35.95, three years £46.95. 

For incredible value for money a four-year membership costs 
only £57.95. 

All prices are inclusive of VAT 

THE MICRO REPAIR CLUB is backed by one of the world’s largest 
insurance groups and the actual repair work will be carried out by 
Computeraid Services, a division of Thorn EMI Information 
Technology Ltd. 

There can be no greater protection. So if you own a Sinclair, BBC, 
Acorn Dragon, Commodore or any other home computer join the 
Club by ringing the HOTLINE on 01 -946 7777 or clip the coupon 
below and send it to: 

Micro Repair Club Limited, Swan Court, Mansel Road, Wimbledon 

I nnrlnn .QW1Q4AA 



MICRO 

REPAIR 


CLUB- 


years and look 


I would like to join the MICRO REPAIR CLUB for_ 

forward to receiving my full membership pack. 

I enclose a cheque for £24.95 CD One year’s membership* 

£35.95 □ Two years £46.94 □ Three years £57.95 □ Four years 
Made payable to Micro Repair Club Limited 'Please tick relevant box 

Please debit my Visa/Access card No:___ 

Name ____ 

Address_ 


I own a. 




. home computer and it is in working order. 


















































































Exterisiori to Hi-re 
Pr i nt. i 09 Rou.t i o© 
By Richard Tayioh 


LISTING 1 

10 REM 
20 REM 
30 REM 
40 REM 

50 CLE8R 64716 
60 LET *-64717 
70 FOR 1 = 1 T0 ,* 

f| if T leh 0 »*/2<>int*cuen 

110 LET x»GOl>fc ** • 

»*" n " >_ -rriDE a*f r+1 >-48-?*< ** 
120 LET y=GODL **• - 

(c+1 )>*"R" > 

130 POKE 9 ., 16^'X+y 

140 LET t*t+16#X+y 

150 LET a«a+l 

160 HEXTc TQ 200 

170 IF V< /t inc.ri 

130 2i?MT l ”D»t» OK - Mow load P 

4 S,Ve " ‘ ST ° 

P 200 PRINT "ERROR i* ***• B ^ + 
1*10 

£11 DRT* ^67,"3E03CD ? npM51W 



... In which RICHARD TAYLOR continues his 
arcane and fearfully knowledgeable series on 
Hi-res programming tools for Sinclair 
Spectrum 


LAST MONTH I presented a high 
resolution printing program. This 
time I'm going to continue (why 
not?) by listing an addition to the 
old routine which improves it so 
that it can be used directly with 
PRINT statements — in stark 
contrast to having to use 
unwieldy pokes and machine 
code USR calls. 

The augmentation to the orig¬ 
inal program will also give it 
same some new features, such 
as actually being able to define 
the colour the output is printed 
in, a routine to help make the 
flicker eminent in the first ver¬ 
sion a thing of the past and to 
allow you to Hi-Res print whole 
strings of characters in one fell 
swoop. 

As with the last program, this 
also is written in machine code. 
If, like the majority of the com¬ 
puterised population, you've got 
; an instinctive fear of MC, then 
I don't worry; the program comes 
nicely packaged in a BASIC for¬ 
mat — listing 1 for 48K hackers 
lor the second listing for rela¬ 
tively impoverished hackers of 
Ithe 16K variety. The loader prog 
also incorporates a checksum 
routine, which should prevent 


any crashing machine code or 
hex hassles. 

Before I continue, l feel I should 
warn you that you'll need to 
muster a copy of last month's 
prog from somewhere. If you 
didn't type it in, or the version 
you did possess was mis¬ 
laid/erased/savaged by a mad 
dog then you'll need to either 
nick or cadge a copy. Failing that, 
you'll need last month's mag and 
some finger power. Once you've 
sorted that out, you're ready to 
type in this month's listing. After 
you have RUN the program (and 
waited a couple of minutes), 
you'll get one of two messages; 
either one instructing you to load 
the Hi-res printing program from 
last month and then save or, for 
the less fortunate, a message 
informing you that there is an 
error in a certain DATA state¬ 
ment. if you do get the latter 
message then I'm afraid that 
you'll have to find the error in 
the offending line and correct it 
before trying your luck at re-run- 
ning. Once you're successful you 
can load the code from last 
month's program with 'LOAD " 
"CODE' and then make a couple 
of copies of the new program 


-Ej. to ro 





















with:- 

SAVE "HRES PRNT2"C0DE 

64717.651 (for 48K hackers) 
SAVE "HRES PRNT2"C0DE 

31949.651 (for 16K hackers) 
Remember to VERIFY — it's 

not hard to forget to connect the 
MIC lead up when you save and 
end up with a blank tape. 

Now for a description of your 
new program. First of all, you'll 
need to start any program you 
write utilising the routine with a 
RANDOMIZE USR 64717 for 48K 
owners or RANDOMIZE USR 
31949 for 16K owners. You'll no 
doubt be pleased to know that 
this is the only machine code call 
you'll need as the rest can be 
controlled with the more friendly 
PRINT statement. After using this 
call you won't be able to use a 
ZX printer, if you're lucky (sic) 
enough to have one, since any 
output that is usually directed to 
the printer, using LPRINT or 
LUST, is diverted to the hi-res 
print routine. After that, you can 
output to the Hi-res routine with 
a PRINT #3; command followed 
by.. . what you want. 

The syntax of the new style 
PRINT statement is much the 
same as a normal one except, of 
course, everything is done in Hi¬ 
res. As usual, you can use the 
normal colour directives to 
change colours but, although the 
program will accept it, the 
INVERSE directive has no effect. 
You can use OVER, but its func¬ 
tion is somewhat different to 
normal. AT and TAB will work 
but they need to be supplied with 
Hi-res co-ordinates to work on 
i.e. the range for row numbers is 
0 to 175 and 0 to 255 for column 
numbers. What you print is 
defined in the usual way, either 
as strings or as numbers. There's 
no restrictions on doing maths 
or doing a bit of string slicing in 
the statements; you can even put 
something like 1/COS (SQR ((x~ 
2*3))) if you're mathematically 
minded. 

A simple example. The pro¬ 
gram below will move an "0" 
from the left to the right hand 


side of the screen. With this, and 
any other programs, 16K hack¬ 
ers will have to change any 
occurrence of USR 64717 to USR 
31949. 

10 RANDOMIZE USR 64717 
20 FOR a=0 TO 248 
30 PRINT #3; AT 100,a;"0" 

40 NEXT a 

Listing 3 is in a high-res ver¬ 
sion of the bouncing ball pro¬ 
gram. 

When you print strings of 
characters, each successive 
character is printed 8 pixels to 
the right of the previous one, 
taking a new line if necessary, as 
in normal PRINT statements. 

Unlike normal print state¬ 
ments, however, the Hi-res ones 
won't ask you if you want to scroll 
when the printing reaches the 
bottom of the screen, they just 
stop with a "5 Out of Screen" 
error report. The use of printing 
strings of characters is illus¬ 
trated below, with a short 
example which moves the word 
'SPECTRUM' across the screen:- 
10 RANDOMIZE USR 64717 
20 FOR a=0 TO 192 
30 PRINT #3; INK RND*7; AT 
99,a; "SPECTRUM" 

40 NEXT a 

The operation of OVER in Hi¬ 
res is somewhat different to its 
normal operation. OVER is used 
to implement the anti-flicker 
device the program possesses. 
What the anti-flicker routine does 
is simply allow you to overprint 
a redundant character with a 
space and move it to a new posi¬ 
tion a redundant character with 
a space and move it to a new 
position in one command. How¬ 
ever, it is assured that you'll 
never see the character inthe 
intermediary stage of being 
overprinted but not re-printed 
(the cause of flicker). What you 
do is, in the PRINT #3 statement, 
put AT (where the space is to be 
printed — i.e. the character's old 
position); OVER 1; AT (the new 
position); "(the character you 
want to print)". An example 
would be PRINT #3; AT oldy, 
oldx; OVER 1; AT y,x;"0". This 
technique is used in listing 3 at 
line 40. 


LISTING 2 
10 REM 
20 REM 
30 REM 
40 REM 
50 CLERK 
60 LET a 

70 FOR 1 
80 LET t 
•40 IF EG 
them go to * 
100 FOR C-I 
110 LET X*CL 

•;,>=" R" ') •' 

120 LET 

I ( c+i ;)>="R" > 

I 130 POKE a, 
140 LET t-t 
I 150 LET a“a 


Extension tr 

pririti'fi9 ' 
Bu Richard 


Data OK. 

Routine 


PRINT 


ERROR in 


000 EHTR 542^; 0|^-^ 2 . 

23S6EBE9W3f,t 
1010 DflTFl 

FER53805I 
023E2032_ 

1020 DRTR 

5P.7E7DCE086F3 1 

??EFB?1 SsF 7 _ 

£c»5F7EF0CB578b 

^?ETO3C20023EFF6F 

7C3CFEB03S023t77 • 

7CFI7£®O1? C ^7:,,0 7 EC9- 

I ilIS’ 3 WTR ;0ESCC3«0 

I cD 800R573M0|-^i t J ;j : 38 00P 

1 iS^frunaaeaeae- __ 


7 6f «3100CF E8 O300 6 FE 90 30 

. 5E7 E2H0«; C7ECD5 F7E2R 

1 ' r J ‘Z r ..-r.OP7FEB03802 I 

r300R7LEt.0oo.t'CP 

^SSSSStfSst 

r ?258?E032Rt'8> E 

,722587EG92R58.'E 

2R587E7D30 
P046FE8 

IR1IF07C 
;;62R5'37E 


U STING3 —' 

oJc/vr-, *28- 

0,0 let 01 
*0 F-RiNr'f; LE 

1 iAT v . #3 ?AT 

to LE?' ’ 
o LET ?l d *~** 
4EN LEr'' X+a -' I 
> LET v- a= " a -- I 

L E r b y : b * ii 

Go Tn L b: £ 
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No. 5: EASTERN FRONT, 1941 (Atari) 


EASTWARD 


MO\N THIS is what I call a real 
Kmputer game, one that 
Hbs the Atari as a thinking 
Hly^ine not just a big fast 
storage bin for jumped-up 
video games. You play the 
Germans, the Atari {any 
B>del) plays the Russians 
Hd, as your team were the 
Bnaime losers, it takes 
mucho brain strain to reverse 
the result of the german inva- 
^on of Russia. Even if ther 
jns a loony at head office, 
mb Hums had some very 
Bpat boys on the job — you 
have to do better than they 
did. 

Open the £19.95 box and 
■u get a ROM cartridge, a 
very useful operational map 
game area — Poland to 
the Urals, Finland to the Cau¬ 
casus — and possibly the 
B>rst instructions ever. 


Plug in the cartridge and a 
joy stick, switch on and you 
|iet a small portion (about 
Bth) of the map on screen 
Biich you scroll round to get 
■feather installments. There 
are 1840 'squares' on the map 
but most of the action will be 
the western half. Take a 
Big hard look at that patch 
Mkdark green Vs in the left 
BlkU e » That's the dreaded 
Pripet Marshes and they are 
very bad news. 

^ Select offers you Learner, 
Bginner, Intermediate, 
Mivanced, Expert 1941 and 
Bh&I 1 1942 *Learner you 
get a single Panzer corps 
while Uncle Joe had a milita 
^my standing pat on Mos- 
cow. The 'object' is to take 
■Bscow but the real idea is 
Bw the unit through the 
various kinds of terrain to see 
what happens. (It slows down 
Jkastically when it hits 
marshes, forests and rivers, 
that's what happens.) so the 
MVHUesson you learn is to 
keep 'em in the open. 

Place the cursor on any 
Bfrit, fire, and its name and 
current status will appear at 
the bottom of the screen. 
Blfcfes is in two parts, muster 


now have to take Moscow, 
Lenigrad and Stalingrad with 
30 crops, the godless Reds 
fielding 66 armies. The front 
Stretches from top to bottom 
of the map and it's a lot more 
work. Even so it's not really 
difficult yet and solid 
methodical slugging should 
see you right 

Advanced is something 
else again. You have 42 corps, 
with reinforcements trickling 
in through Poland, Rumania 
and Hungary, a flashing 
asterisk indicating availabil¬ 
ity, plus two Finns waiting for 
you to take Lenigrad. Rut the 
Russians have 96 armies and 
their two best generals, 
Autumn and Winter, the guys 
who saw off Napoleon when 
he tried this game. Mud sets 
in on October 5 and every¬ 
thing freezes over, the screen 
going a ghastly white, on 
November 2, only easing up 
slightly just before the end of 
the game, March 29 1942. To 
add to the fun you also have 
to get to Gorky, Kuibishev, 
Kazan and Krasnodar, way 
out east. 


orders as it thinks reason¬ 
able. At the same time it'll 
move the Russians, usually 
to the same places, curse it. 
Anything to mess you about. 
All this happens to the sound 
of muted heavy guns. 

Beginner gives you 17 Ger¬ 
mans while the computer, no 
fool, gives itself 32 Russians. 
The sole object of this limited 
(northern sector only) exer¬ 
cise is to take Moscow. At all 
levels a turn is a week and 
Learner, Beginner and Inter¬ 
mediate run from June 22 to 
September 28 1941. Begin¬ 
ner is best used to practice 
co-ordination. It's essential 
not to create traffic jams, 
blocking units in behind each 
other, especially Panzers 
which need plenty of elbow 
room. 

This is where you learn 
about the Pripet Marshes. Try 
sending units through them 
and see where it gets you. 
Even at this level there are 
inevitable, savage and cru¬ 
cial battles round Minsk, Kiev 
and Smolensk. 

On to Intermediate and you 


and combat strengths. The 
latter is the business end but 
at advanced levels you have 
to keep a sharp eye on the 
balance in case panic sets in. 
While firing, a Maltakreuz 
(Maltese cross) appears over 
German units; move the stick 
in the direction you want the 
squareheads to go and the 
cross moves accordingly. You 
can enter up to eight orders 
at a time, changing direction 
as often as you like, and little 
green arrows flash along the 
route with the cross at the 
terminus. 

Panzers moving unchal¬ 
lenged across open country 
can, in practice, only manage 
seven orders a turn and that 
kind of breakout stuff comes 
much later, after you cross 
the Dnieper, so what with ter¬ 
rain effect and the commies 
the chances of all your orders 
being carried out are pretty 
remote. 

When you've run out of 
ideas, get the vital sector on 
screen, press Start and the 
computer will execute as 
much and as many of your 
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BIG K GOES IMPERIAI_ 


Expert 1941 also runs from 
June 1941 to March 1942, 
with 47 Fritzes 1941 also runs 
from June 1941 to March 

1942, with 47 Fritzes facing 
up to 119 Ivans, and there are 
three new wrinkles: a mas¬ 
sive negative starting score, 
four useful but delicate Flie- 
gerkorps and you have to put 
units into specific modes. The 
Fliegerkorps are Stuka units 
whose strength can be added 
to attacks, but their bases 
have to be kept near the front 
but well away from any Rus¬ 
sians. The modes are stan¬ 
dard (do anything), assault, 
forced march and entrench¬ 
ment, alt of which have pros 
and cons. 

Expert 1942 is identical 
except that the campaign 
runs from May 1942 to March 

1943, with appropriate set-up. 
I must admit that I don't know 
whether these levels are 
actually winnable — Heinz 
Guderian I ain't — but the 
Save routine is vital. You 
gotta sleep sometime! 

It always pays to combine 
forward planning with simple 
opportunitism. As you can 
only see part of the battle¬ 
field at a time, it's useful to 
think of the units in a given 
area as a Group and have 
some idea of what each 
Group is trying to do. Exploit 
gaps, sure, but don't get car¬ 
ried away or the Panzers will 
be cut off and massacred. 

The best way to wipe Bol¬ 
shy units out is to bracket 
them between your own and 
this trick can be pulled off on 
quite a targe scale if your 
Panzers are doing their job. 
Of course the Russians can, 
and do, play this game as 
well. 

Eastern Front is the work of 
designer Chris Crawford who 
also did the conceptually 
excellent but functionally 
rather primitive Legionnaire 
(Avalon Hill). A great strength 
of his designs is that apart 
from using the space bat to 
cancel orders and the Start 
button to execute them, 
they're completely joystick 
operated which makes them 
far more playable than, for 
instance. Strategic Simula¬ 
tions' horrendously complex 
all-keyboard Battle for Nor¬ 
mandy, 

Like all the present gener¬ 
ation of wargames, Eastern 
Front {1941) is very obviously 
based on a board game, ava- 
lon Hill's classic Stlingrad. But 
as a computer game it's in a 
class of its own, the state of 
the art of electonic krieg- 
spiels. 


INTERACTIVE 
BREAKTHROUGH- 
OR LOGISTIC PAIN? 

RICHARD BURTON checks out Empires. 


LET ME tell you, this Galactic 
Domination lark is real hard 
graft. There are fleets to 
build and dispatch, mining 
operations to set up, battles 
to be fought and alliances to 
be formed. If that wasn't 
enough there's the constant 
threat of that awesome pan- 
galactic entity known as the 
Post Office to contend with. 
Heavy stuff. 

You're confused? I can dig 
it. But what we have here is 
one of the more unusual 
offerings in the field of com¬ 
puter games — Imperial 
Software's Empires. More 
than a game really, since 
Imperial refer to it as a 

. . Fully interactive strat¬ 
egy game". Interactive it cer¬ 
tainly is with room for up to 
six people (plus one umpire) 
to play — none of whom 
need ever meet any of the 
others. Such a unique, 
untypical games situation 
comes about by each player 
only having his or her own 
part of the game to contend 
with and communicating 
with the others through the 
umpire. 

Let me explain. The basic 
Empires kit comes in a card¬ 
board box looking not unlike 
a traditional board game. 
Only a flash containing the 
words "For 48K Spectrum" 
gives away the true nature of 
the game. Inside a styrofoam 
tray contains four program 
cassettes, 3 for the players 
and one for the umpire, indi¬ 
vidual player rulebooks plus 
a larger Umpire's manual, 
four cardboard Galactic 
Maps and a large wodge of 
small record cards to keep 
track of individual move¬ 
ments once the game really 
gets into its stride. An Expan¬ 
sion Kit (the first of several 
that are promised) contains 
3 more cassettes to bring the 
player roster up to six plus 


fresh supplies of Galactic 
Maps, record cards, etc. 

When you're a long way 
from home you can never 
have too many Galactic 
Maps. 

Once the basic kit has been 
acquired three aspiring, 
power-hungry tyrants, each 
with access to a 48K Spec¬ 
trum, are chosen at random 
and supplied with one of the 
player cassettes plus rule- 
book and all the trimmings. 
A fourth individual, who 
knows where the true power 
lies, takes the umpire's cas¬ 
sette and rulebook and all 
four depart to their corners 
(homes?) to prepare to inter- 
galactic conflict. 

NUMBERS 

Depending on numbers 
players find themselves as 
either a human of the Feder¬ 
ation of Earth, a reptillian 
Warlord of Tyr or a mechani¬ 
cal Robozon of Tyr. Each has 
a home star system, a popu¬ 
lation to protect and a 
budget. However, regardless 
of race, creed or date of 
manufacture, the subse¬ 
quent gameplay is the same. 

First the program is loaded 
and a name and security 
code chosen which will stay 
with the player throughout 
the game. The Main File 
gives three main options: 
Military, Strategic and Min¬ 
ing. 

Military is to do with build¬ 
ing ships (battlecruisers and 
scout ships) and assigning 
officers to them from a roster 
supplied. 

Strategic Command han¬ 
dles all military and civilian 
movement. Solar systems 
can be scanned for informa¬ 
tion before committing 
forces to them. The on¬ 
screen map matches the card 
Galactic Maps supplied with 
the game so that constant 


checks on deployment of 
forces can be kept. 

Once all the data has been 
fed in the player's first move 
is complete. The data is 
SAVEd onto a blank cassette 
and given (sent?) to the 
umpire. Depending on how 
widely scattered the players 
are, this is where the awe¬ 
some cosmic power of the 
Post Office could come in, by 
sending important data into 
the nearest black hole. A seri¬ 
ous flaw in the system, we 
think. 

Assuming that all the play¬ 
ers' moves arrive safely and 
before interest flags the 
umpire, using his own 
special program, evaluates 
the total situation. He has 
the power to resolve the out¬ 
come of battles, communi¬ 
cate with players 
individually, even (sneaky 
devil) send false data or gar¬ 
bled messages. 

Once battles have been 
decided, claims staked, etc., 
the updated blanks are 
returned to the players ready 
to begin the second move. 

As the game progresses 
alliances can be formed 
between players, secret 
messages exchanged, etc. 
Be warned that Empires 
could go on for a very long 
time — games of months in 
duration are not expected to 
be uncommon. 

The objective is simply to 
trash every other race in the 
universe and become the 
Supreme Ruler. There are 
only three ways to lose: If a 
player's population drops 
below a danger point (not 
very likely); total bank¬ 
ruptcy; or an enemy race 
destroying a home planet's 
defences (most likely). 

Without doubt Imperial 
Software have an extremely 
impressive product in 
Empires. It's state-of-the-art 
in computer strategy games. 
Their approach is thoroughly 
professional. Screen graph¬ 
ics are very good with fast, 
menu-driven commands. 
Empires is complex and 
stimulating enough to keep 
a player's attention for a long 
time (it will need to) and has 
the potential for expansion 
(already started). But — it 
has to be said — who will buy 
it? 
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Program 

Counter 

In the 68000 the Program 
Counter is a 32-bits wide 
Register. It functions as a 
pointer to a memory address 
where the next instruction to 


ALL PRESENT 

UID CORRECT 


Bus lines). It still maintains 
compatibility with the 68000 
by forcing you to use even 
address boundaries. 


How Hardware 

influences 

programming 


T he motorola 68000 

chip on its own, un¬ 
attached to anything, 
would be as much use as a 
dog's dinner. To make it use¬ 
ful you have to attach mem¬ 
ory (normally in the form of 
RAM, ROM and EPROMs) and 
I/O devices (often known as 
'Ports'). 

The chip is connected to 
these by what is commonly 
known as a 'Bus', in actual 
fact by three distinct busses, 
'Control', 'Data' and 
'Address'. 

The function of Address 
Bus is to select the correct 
'slot' or location. The func¬ 
tion of the Data Bus isto carry 
data form/to the selected (by 
the address bus) location. 
Finally the Control Bus gov¬ 
erns and monitors the state 
of the micro hardware, espe¬ 
cially the interaction between 
memory and the 68000. 

Each Bus is a collection of 
electrical lines. Generally 
speaking these lines can be 
on or off (i.e., set or clear), 
thus conveying binary infor¬ 
mation. In the case of the Data 
Bus these number 16 and are 
numbered from 0 to 15. The 
Address Bus has 23 lines and 
they are numbered 1 to 23 


asking 'what has happened 
to Address line zero?' — 
where the hardware starts to 
affect the software. When 
there isn't a zero address line 
then a processor cannot 
select odd numbered 
addresses (binary remem¬ 
ber) because it cannot switch 
on or off a non-existent line. 
This therefore induces the 
processor to think of the 
memory as occurring on even 
boundaries. Because of this, 
if you try and access odd 
memory via an Address Reg¬ 
ister or the Program Counter 
then an error will occur. This 
error is called an Address 
Exception. 

There are only 23 Address 
lines emanating from the 
68000 and 68010; the top 
eight bits of the Program 
Counter and Address Regis¬ 
ters are thus superfluous, and 
presumably are there only for 
upward compatibility with 
future Motorola 68000 based 
products. Just to confuse 
matters the 68008 chip (as 
used in the Sinclair QL) only 
has 20 Address lines, num¬ 
bered 0 to 19, available from 
the chip itself. This means 
that only one(!) megabyte of 
memory is directly address¬ 
able if you are using the 68008 
variety. Sharp-eyed readers 
among you may notice that 
there is an A0 address line; 
this is because the 68008 
reads its data in one-byte 
chunks (there are only 8 Data 
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tains the Data Registers DO to 
D7, Address Registers A0 to 
A7, a program counter and a 
status register. 

Data Registers 

Data Registers are general 
purpose registers. They can 
operate on byte, word and 
long word sized data. They 
can be used as indexes in PC 
and Address Register Indi¬ 
rect addressing modes. 
Unfortunately they cannot 
directly point to memory 
locations. 


Supervisor 
Mode 

The Bits can be either Set or 
Clear. The Status Register can 
be modified. What can be 
modified depends on the 
register itself — to be spe¬ 
cific, it depends on the 
Supervisor Flag. If it is set 
then the 68000 is in Super¬ 
visor Mode of processing, 
otherwise User mode. 

The difference between 
these two modes is mainly 
one of privilege. In Supervi¬ 
sor Mode you are allowed to 
execute any legal instruction. 
In User Mode there are a few 
instructions you cannot exe¬ 
cute, these being mainly 
instructions that would allow 
you to enter Supervisor 
Mode! If not in Supervisor 


The Control Bus has many 
different functions to per¬ 
form in its role and each are 
individually named such as 
'DTACK'and'UDS'. 

Those of you who know 
about address lines may be 


...Snaps BERNARD TURNER, dashing of a crisp 
salute as he sums up his epic 3-porter on the 68000 
Wonder Chip 


68000 

Architecture 

THE MOTOROLA 68000 con- 


be executed is contained. 
Each time the 68000 wants to 
start a new instruction it con¬ 
sults the Program Counter 
(PC) as to from where in 
memory it should fetch the 
new instruction. 


Status Register 

The Status Register reflects 
and influences the MPU as it 
is processing. It is only 16 bits 
in size and is distinctly separ¬ 
able between its top and bot¬ 
tom 8 bits. The top byte is 
known as the System Byte. 
The bottom byte is known as 
the User Byte or Condition 
Code Register. 


Mode then it should only be 
possible to enter it by an 
Exception or by a 'entrance' 
made available to you by the 
person who programmed the 
Supervisor Mode portion. 

Trace Mode 

The most valuable bonus of 
Supervisor Mode is its ability 
to single-step through each 
instruction. 'Single-stepping' 
is the execution of a single 
instruction, then normally a 
jump to a monitor routine, 
which allows you to examine 
and modify processor regis¬ 
ters. You can then execute the 
next instruction and so on. 
Single-stepping is initiated by 
setting the Trace Bit (T) to one. 


















































blue chip computers 


FREE 


POSTAGE AND PACKING ON ALL ORDERS OVER £10.00 


ADD £1.00 TO ORDERS UNDER £10.00. UK MAINLAND ONLY 
WESTERN EUROPE + 10% 

ELSEWHERE + 15% 


Grand Summer Sale 

We pride ourselves on a fast delivery 
& customer satisfaction 


SALE 


AUTHORISED 
TEXAS INSTRUMENT 
DEALER 


TEXAS INSTRUMENTS TI99/4A 

USUAL 

PRICE 

SALE 

PRICE 

Tl WRITER 

£89.95 

£59.95 

Tl CASSETTE RECORDER 

49.95 

39.95 

Tl CHESS 

29.95 

26.95 

Tl MUNCHMAN 

19.95 

17.95 

DONKEY KONG 

24.95 

21.95 

PACK MAN 

19.95 

18.95 

DEFENDER 

19.95 

18.95 

Tl INVADERS 

14.95 

13.95 

Tl 5 a side SOCCER 

10.95 

9.95 

Tl CAR WARS 

10.95 

9.95 

Tl ATTACK 

10.95 

9.95 

Tl TOMBSTONE CITY 

10.95 

9.95 

Tl ZERO ZAP 

10.95 

9.95 

Tl MIND CHALLENGE 

10.95 

9.95 

Tl OLDIES BUT GOODIES 

10.95 

9.95 

TEACH YOURSELF BASIC 

9.95 

4.95 

TEACH YOURSELF EX BASIC 

13.95 

9.95 

PROGRAMMING AIDS 1 

10.95 

8.95 

STARTER PACK 

9.95 

8.95 

GAME WRITER PACK 

9.95 

8.95 

EARLY READING 

10.95 

9.95 

EARLY LEARNING FUN 

10.95 

9.95 

BEGINNING GRAMMAR 

10.95 

9.95 

ADD AND SUBTRACT NOI 

10.95 

9.95 

ADD AND SUBTRACT N02 

10.95 

9.95 

ALIGATOR MIX 

14.95 

10.95 

NUMBER MAGIC 

10.95 

9.95 

ALIEN ADDITION 

10.95 

9.95 

MINUS MISSION 

10.95 

9.95 

METEOR MULTIPLICATION 

10.95 

9.95 

DEMOLITION DIVISION 

10.95 

9.95 

CASSETTE CABLE LEAD 

QUICK SHOT 11 JOYSTICK 

9.95 

7.95 

& INTERFACE 

EDITOR ASSEMBLER MANUAL 

24.95 

19.95 

BASIC 

13.95 

9.95 

ADVENTURE MANIA 

7.95 

5.95 

MANIA 

7.95 

5.95 

ROBO-PADS 

6.95 

5.95 

THE BLACK TOWER 

5.95 

5.50 

RUNNER ON TREITON 

5.95 

5.50 

BUILDER/MINEFIELD 

5.95 

5.50 

TROLL KING 

5.95 

5.50 

DADDIES HOT ROD 

5.95 

5.50 

HUNCH BACK HAVOC 

5.95 

5.50 

FUNPAC 

6.95 

5.95 

CRYSTAL SWEEP 

7.95 

6.95 

EXTENDED BASIC 

BOMBS AWAY 

7.95 

5.95 

FROGGIE 

6.95 

5.95 

FROGLET/BATTLESHIPS 

9.95 

7.95 

PEARL DIVER 

7.95 

6.95 

OPERATION MOON 

7.95 

6.95 

ASCOT STAKES 

7.95 

6.95 


VIC 20 CASSETTES 



USUAL 

SALE 





PRICE 

PRICE 

FROGGER 

5.95 

4.50 

HOPIT 

7.95 

6.95 

SUPERVADERS 

6.95 

4.50 

CHARACTER GENERATOR 

7.95 

6.95 

CENTROPODS 

5.95 

4.50 

BLASTEROIDS 

7.95 

6.95 

ANTI MATTER SPLATTER 

5.95 

4.50 

BOMBS AWAY 

7.95 

6.95 

THE CATCH 

5.95 

4.50 

BOUNCER 

9.95 

7.95 

CRITTERS 

6.95 

4.50 

KONG 

9.95 

7.95 

ENGLISH INVADERS 

5.95 

4.50 

LIONEL AND THE LADDERS 

9.95 

7.95 

PACCACUDA 

5.95 

4.50 

ABM CONTROL/FROGLET 

9.95 

7.95 

QUACKERS 

5.95 

4.50 

MINI MEMORY 

SNEAKIES 

7.95 

6.95 

EXPANDED 8 OR 16 K 



KIPPY NIGHTMARE 

9.95 

7.95 




OTHELLO 

6.95 

5.95 

MOVER MANIA 

7.95 

4.95 

TOAD GRAPHICS 

6.95 

5.95 

BIRDS AND APPLE TREES 

6.95 

4.50 

DIYAD 

6.95 

5.95 

ENGINE SHED 

6.95 

4.50 




LUNAR RESCUE 

6.95 

4.50 

48K SPECTRUM 



CYCLONS 

MYRAID 

6.95 

6.95 

4.50 

4.50 

VOLCANIC PLANET 

7.95 

4.95 

CRITTERS 

6.95 

4.50 

BLOCKADE RUNNER 

7.95 

4.95 




GOLD RUSH 

7.95 

4.95 

COMMODORE 64 



HUNCH BACK 

6.90 

4.95 




PACCACUDA 

6.95 

4.95 

SNOWBALL (ADVENT) 

9.95 

7.50 

LANCER LORDS 

6.95 

4.95 

COLLOSAL ADVENTURE 

9.95 

7.50 

BIRDS 

6.95 

4.95 

HUNGRY HORACE 

7.95 

5.50 

POTTY PAINTER 

6.95 

4.95 

QUASAR (BUCK ROGER) 

8.95 

5.95 

ALCHEMIST 

5.95 

4.50 

ALIEN RESCUE 

8.95 

5.95 

PIN BALL WIZARD 

7.95 

4.95 

WANDA 

7.95 

5.50 

JUMPIN JACK 

5.95 

4.50 

QUAK ATTACK 

7.95 

5.50 

ESCAPE M.C.P. 

6.95 

4.95 

ZOIDS 

7.95 

5.50 

QUACKERS 

6.95 

4.95 

BUG SQUAD 

7.95 

5.50 

FOOTBALL MANAGER 

6.95 

4.50 

SIREN CITY 

7.95 

5.50 

GOLF 

6.95 

4.50 

KONG 

7.95 

5.95 

HUNTER KILLER 

8.95 

4.95 

ESCAPE M.C.P. 

7.95 

5.50 

SWITCHABLE PROGRAMME 



PARATROOPERS 

7.95 

5.50 

JOYSTICK INTERFACE 

24.95 

19.95 

JUMPIN JACK 

8.95 

5.95 




JEEPERS CREEPERS 

7.95 

5.50 

VIC 20 



REVELATION 

7.95 

5.50 

All Rom Cartridge 



ARMAGEDDON 

7.95 

5.50 

SARGON CHESS 



WIDOWS REVENGE 

7.95 

5.50 

9.95 

7.95 

KICKOFF 

6.95 

4.95 

PIRATE COVE 

9.95 

7.95 

EXTERMINATOR 

6.95 

4.95 

SUPER LANDER 

9.95 

7.95 

QUIZZER 

6.95 

4.95 

JUPITER LANDER 

9.95 

7.95 

WORDWIZZARD 

6.95 

4.95 

RAT RACE 

9.95 

7.95 

METRO BLITZ 

7.95 

5.50 

ROAD RACER 

9.95 

7.95 

3-D SPACE 

6.95 

4.95 

MINE MADNESS 

19.95 

11.95 

ATTACK MUTANT CAMELS 

7.50 

4.95 

SUBMARINE COMMANDER 

28.95 

17.95 

REVENGE MUTANT CAMELS 

7.50 

4.95 

MOLE ATTACK 

9.95 

7.95 


MACHINE CODE MONITER 

39.95 

19.95 





SEND CHEQUE OR POSTAL ORDER NOW TO: 

BLUE CHIP COMPUTERS, 16 Clapgate Lane, Goose Green, Wigan WN3 6RN 
STATING NAME, ADDRESS, TEL No. & GOODS 
REQUIRED. 

OR PHONE TELE SALES ON WIGAN (0942) 495753 
WITH YOUR ACCESS/BARCLAY CARD NO. 

* General enquiries ring (0942) 322543 


TO: BLUE CHIP COMPUTERS, 16 Clapgate Lane, WIGAN. 
Please send me . 

Name . 

Address . 

.Tel. 

I enclose a cheque/p. order to the value of £. 
























A Fantastic NEW Game from 


If you have any difficulty obtaining any of these games please write to:Beau-Jolly Ltd., 19A New Broadway, Ealing, London W5 5AW. 


Garo e 


B.C. BILL 

At the Dawn of Time when men were chauvinists and 
women let them get away with it B.C. Bill ruled his 
kingdom .... 

You have to support a hungry and ever increasing 
family and fight survival against the marauding 
dinosaurs intent on eating you, your food and 
wives. 

Armed only with a club of wood you go into 
battle to protect what is rightly yours! 


\LL THESE GREAT GAMES ARE AVAILABLE FROM IMAGINE/BEAU JOLLY 


SPECTRUM 48 

SPE 48 8 ZZOOM 

SPE 489 ZIP ZAP 

SPE 4810 STONKERS 

SPE 4811 ALCHEMIST 

SPE 4812 PEDRO 

SPE 4814 COSMIC CRUISER 

SPE 4815 B.C. BILL 

SPECTRUM 16K 
SPE 161 ARCADIA 
SPE 16 5 AH DIDDUMS 
SPE 166 MOLAR MAUL 
SPE 167 JUMPING JACK 


VIC 20 

VIC 201 ARCADIA 
VIC 20 2 WACKY WAITERS 
VIC 20 3 CATCHASNATCHA 
VIC 20 4 BEWITCHED 

COMMODORE 64 

COM 641 ARCADIA 

COM 6412 PEDRO 

COM 6414 COSMIC CRUISER 

COM 6415 B.C. BILL 


DRAGON 

DRA 32 12 PEDRO 

DRA 32 13 LEGGIT 

DRA 32 14 COSMIC CRUISER 

DRA 3215 B.C. BILL 

ELECTRON 
ETRON12 PEDRO 

ATARI 

ATAR113 LEGGIT 
BBC 32 

BBCB12 PEDRO 
BBCB15 B.C. BILL 












GEOF 


GALAXIANS — <£7.95 

A high-speed machine-code version of the popular 
arcade game where the massed space invaders must be 
cleared from the skies. After a few seconds they will 
begin to swoop and dive at you, showering you with 
scatter bombs as they go. The game becomes 
progressively more demanding as you kill more and 
more of the marauding aliens. Very entertaining — 
hours of fun!!! Joy stick or keyboard control. 


SPACE PANIC — <£7.95 

How long can you survive in the multi-storey building 
filled with alien bugs. This machine-code programme 
accurately simulates the arcade game where you climb 
ladders and dig holes to catch the aliens then fill them i 
again once they are caught. The red ones must fall 
through one floor, the green ones, two.floors and white 
ones, three floors. Red aliens who have time to dig 
themselves out get rather cross and become green. 
PANIC!! Joy stick or keyboard control. 


FROGGER—<£6.95 

This most popular of arcade games has been totally 
recreated for the Sharp computer. Superb graphics and 
as fast as you like from beginner’s level up to ‘Super¬ 
human’. Get each of four frogs over the busy motorway, 
then hop from boat to raft to log to crocodile until safely 
home sitting on a lily pad. Terrific fun. 


BACKGAMMON — <£7.95 

Now available for the MZ-700, this traditional board 
game can now be played against the computer. Simple to 
follow instructions for the beginner — higher levels 
available for the more experienced player. 


FIGHTER COMMAND - £6.95 

A mission flown completely on instruments where you 
are pursuing a fleet of ten enemy aircraft fleeing from 
you. They will show on your long range radar screen and 
you must manoeuvre your craft to get them within 
range of your missiles. If you get too near, they will fire at 
you and warp away to safety. You only have one chance 
to destroy incoming missiles with your lasers. 


NIGHTMARE PARK - £6.95 

If you have never played this type of game before, you’re 
in for a treat. As you make your way along the intricate 
pathways to the exit, you are constantly given tasks to 
perform or games to play. Each of these must be 
successfully completed before you are allowed to 
continue. It takes a lot of doing. You must remain quick 
and alert at all times. A little luck is handy. Amazing 
graphics and sounds!!! 


CHESS-£9.95 

Suitable for the rank beginner through to the more 
experienced player, this Chess program may be used in 
three different ways. 

1. As a referee between two players, checking for valid 
moves, CHECK and CHECKMATE situations. 

2. As an opponent with 14 levels of intelligence to 
match your skills. 

3. As a teaching aid when asked to play against itself or 
show you the best move if you get into difficulties. 

Long games may be saved on cassette for completion at 
a later time and a print-out of all moves made is 
available. 


LIGHTNING PATROL - £3.95 

Choose your rank in the RAF and you are immediately 
sent on a mission to catch and shoot down ten enemy 
Mirage jets that are fleeing after their attack on your 
airbase. You must manoeuvre your plane to get them in 
your gun-sights whilst they are weaving about the sky to 
avoid being hit. Limited ammunition and fuel available 
so efficiency and accuracy are all important to your 
completion of the mission. Promotion for the successful 
but poor performances can mean you are asked to leave 
the air force. Joy stick or keyboard control. 


XANAGRAMS — £9.95 

Not only a terrific spelling test but also a great game. You 
are asked to guess up to five words, represented by 
blocks on the screen in a crossword format. All the 
letters that you need are shown on the right of the 
screen in alphabetical order and the computer will give 
you the first letter if you ask it nicely. Suits almost any 
age with 3 skill levels and from 1 to 5 words to be 
guessed. Really habit-forming!!! 


HH 95B Blackpole TVading Estate West, Worcester Telephone (0905) 58351 (24 hrs) 


The «narit cahbL 
ly one letter key 


OPERATIONAL 


GREEN 


HELM 


RANGE 


TRACK 


PORT 


Your move 


WHITE 

COMPU T CR(!$*?> 
15 P/KN2-KN3 


Leue1 3 Score •1070 HI 1260 


REMNANT 


Press TCR] for HELP 


PI .AIN - GIXIBALWAR III PIG HTER COMMAND - FROGGER 
.\ANIC - BACKGAMMON - M(X)N ELITE - CHESS - ADVANCED 
k VdINSCAVE - LIGHTNING PATROI. COMPUT A SIXYI' - SIIPE 
■ |!E!!! — POIARIS- MIMAS- IXIMINATION - INCA GOLD- HP 
W /ATHS-TYPE TRAINER MATHS TANK COIJNTER-BIAST 
MATHS - MIGHTY WRITER BIKER GET IjOST MUSIC 
*AL - DATABASE FILER - SPREAIFSHEET - WORD PROCESSOR - 


- DRAGON CAVES - ENCOUNTER - FIAME O' 
CHOCK-A-BLOCK-SCOOP-CLUB GOLF / 
SAFE-CRACKER-GOLD MINER-AT ii 
MOUSE - PARA-SHOOT - TYPE TRAIN ER - ACE RACER — FIV1 (■ 
YOURS - SNAKER - STARTREK - CHANNEL TUNNEL - CONVl V| 
MULTI-LINGUIST - BASIC TUTORIAL - SCOOP - WORD INW)F\\ 
MASTER - KINGS & QUEENS - MAP OF UK - MATHS QUEST - AK 


TOMBS OF KARNAK 
NIGHTMARE PARK- 
CHESS-APOCALYPSE 
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THE 

MICRO WORKSHOP 

MICRO COMPUTER 
SPECIALISTS 

(Spectrum Group Member) 

Software and hardware over the counter for Sin¬ 
clair Spectrum, BBC, Vic-20, CBM-64, 
AMSTRAD, Memotech, Atari, etc. 

* COMPUTERS * RAMPACKS 

* JOYSTICKS * BOOKS 

* KEYBOARDS * DISCS 

* TAPES * LIGHT PENS 

* COMPONENTS * 
Business/Serious Programs available 
Located directly opposite Epsom Main Line 
Station. Visit us or ring for friendly service. See 
and try before you buy. 

Overseas/Export orders welcome 

12 STATION APPROACH 
EPSOM, SURREY 
EPSOM 21533 


P P G 
P G S 

P g G c S . L 
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OVER 500 PROGRAMS L 

PLUS EDUCATIONAL & BUSINESS SOFTWARE 


PGSL 

49 Knightswood 
St Johns, Woking 
Surrey GU21 3PU 


THIS MONTH'S SPECIAL OFFER: 
10% OFF ANY PROGRAM 


SELECTION 

RRP 

OFFER 

1 Tornado Low Level (Spec) 

£ 5.95 

£ 5.35 

2 Tales of the Arabian Nights (CBM) 

£ 7.00 

£ 6.30 

3 Sabre Wulf(Spec) 

£ 9.95 

£ 8.95 

4 Beach Head (CBM) 

£ 9.95 

£ 8.95 

5 War of the Worlds (Spec) 

£ £.95 

£ 5.35 

6 Trashman (64) (CBM) 

£ 7.95 

£ 7.15 

7 World Cup (Spec) 

£ 6.95 

£ 6.25 

8 Valhalla (CBM) 

£14.95 

£13.45 

9 3D Tank Dual (Spec) 

£ 5.95 

£ 5.35 

10 Android 2 (CBM) 

£ 6.90 

£ 6.20 

We also stock over 500 programs for most other machines 
Send large SAE (A4 size) for a catalogue 


HARDWARE 

Most printers available at excellent discounted prices 
STAR EPSON - - - 


ORDER FORM: Tick the program number required 
ID 2D 3D 4D 5D 6D 7D 8D 9D 10D 
I enclose cheque/PO payable to PGSL for£ 

NAME 

ADDRESS 


Post to PGSL, 49 Knightswood, St Johns, Woking, Surrey GU213PU 


Commodore 64 / \ 

& BBC ‘Model B\ 

ITcOVC NOW YOU CAN 
v Dvi O JOIN IN THE FUN 

OF KEVIN TOMS’ No. 1 Football Game ^ 

FOOTBALL MANAGER 


Football Manager 




Action from the game (CBM 64) 

‘The Highlight sequences are pure 
magic. And then you have to sit on 
the sidelines and sweat it out! Com¬ 
pletely fantastic. I want one!’ 

Quote by Charlie Nicholas 
Reprinted from Big K 


£2.95 

£7.95 

£6.95 

£5.95 


Prices: BBC Model B 

Commodore 64 
Spectrum 48K 
ZX81 16K 
(N.B. 3D GRAPHICS ARE NOT 
INCLUDED IN THE ZX81 VERSION) 
Overseas orders add £ 1.50 
Strategy Game of the Year, 1983 
(Nominated) 

Golden Joystick Awards 


To order by mail (p&p free) send 
cheques or postal order to: 



Designed by Kevin Toms 

This outstanding game of 
skill and strategy is 
now widely available 
and you can join the 
many thousands of 
satisfied customers 
who have purchased 
the game. 

Some of the features of the game: 

• Matches in 3D graphics • Transfer 
market • Promotion and relegation 

• F.A. Cup matches • Injury problems 

• Full league tables • Four Divisions 

• Pick your own team for each match 

• As many seasons as you like 
• Managerial rating • 7 skill levels 

yf • Save game facility 

(ddictire 


available from computer software stockists 
nationwide including selected branches of 


Addictive Games 

' 7A RICHMONDHILL,BOURNEMOUTH BH2 6HE 


The name of the 
Game... 



..IS COMING! 





















































































Open 
8.30-6pm 
Mon to Fri 
& 9.00-1 pm 
Sat 

Closed on Satur¬ 
days preceding Bank 
Holidays 


nMUani 



Software 

Spec ialist 


H 


of London Bridge) 


6, London 
Bridge Walk 
London SE1 


Prices correct at time of going to press E&OE 
All offers subject to availability 


Tel: 

01 - 403 1988 


Soft ware. 
Daft prices. 


S.R.P. OUR PRICE 
Missile Defence £5.95 £3.00 
All ASP Software£6.50 £4.00 
StarTrek 3000 £5.95 £3.00 
Home Accounts £19.95 £12.95 
Stock Control £19.95 £12.95 
Database £19.95 £12.95 
£19.95 £12.95 
£19.95 £12.95 
£5.50 £3.00 

£3.00 


Mailist 

Easiledger 

Pedro 

3D Haunted 
Hedges 
Use & learn 


£6.95 


£9.95 £6.95 



S.R.P. 

OUR PRICE 

Knot in 3D 

£5.95 

£3.00 

3D Tunnel 

£5.95 

£3.00 

Rabbit Shoot 

£5.95 

£3.00 

Nowotnik Puzzle£5.95 

£3.00 

Chequered Flag £6.95 

£4.00 

Lazer Zone 

£6.95 

£3.00 

Traxx 

£6.95 

£3.00 

French Vocab 

£6.95 

£4.00 

Young Learner 

£6.95 

£4.00 

Astro-maths 

£7.95 

£4.00 

Star Reader 

£7.95 

£4.00 

Chemistry 

£7.95 

£4.00 


Software for the Dragon 


Transylvanian 

Tower 

UGH! 


S.R.P. OUR PRICE S.R.P. OUR PRICE 

£6.95 £3.00 Trace Race £6.95 £3#00 
£6 95 £3 00 St George/Dragon £6.95 £3*00 


Software for the oric H 


S.R.P. OUR PRICE 

Harrier Attack £6.95 £4#00 Starfighter 


S.R.P. OUR PRICE 

£6.95 £4#00 





FOR SPECTRUft Dictator 

If you see these prices anywhere else don't tell us, tell the Police! 


WE ALSO STOCK A WIDE RANGE OF OTHER SOFTWARE, PLEASE CALL IN & SEE 




Access, Visa, Trustcard & 
Creditcharge orders can be 
accepted by post or by tele¬ 
phone on 01 *403 1988, 01 - 
407 6833, during normal 
working hours. There is no 
surcharge on any credit card 
orders. 

ALL MAIL ORDERS to 
6 London Bridge Walk, 
London SE1 2SX 


INSTANT 

CREDIT 


I 



MAILORDER 

SERVICE 


wn 

£1000 


All mail order & phone enquiries to 6 London Bridge Walk 403 1988 


Up to £1000 Instant Credit 
available to callers who hold a 
current Clearing Bank Ban¬ 
kers Card or Credit Card for 
identification. Mail Order cus¬ 
tomers can apply for a Budget 


Name ... 
Address. 


CC 9/84 


orders. identification. Mail Order cus- MAH ■■■ ■■■■A 9m 

C ~ sM Bf ALL MAIL ORDERS to tomers can apply for a Budget a LJB Jl^ig IjEw Vf nm 

t I 6 London Bridge Walk, Account Card please I nPHFP WbJJ 3 I ■ C E X H 

N \ s «S/ s \^ London SE1 2SX send for application form. V./IaUuK H H H H 


/ 
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THIS MONTH'S 


ALL-PURPOSE 


BIG HELLO TO 


Alan Odiam, David Jones, Ian 


Raine, Arthur Moore, Shirley 


Wills; and Thor Franksson 


and Gudjon Runarsson from 


Iceland 
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CATCH 22 


ml 

in 

to 

$ 

in 

d: 
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HOW 

MANY? 

Just one groan about Big K 
magazine — the amazing 
array of advertisements that 
seem to have literally taken it 
over. Did you know there 
were 41 in issue #4? 
CHRISTOPHER SIMPSON, 
Northants. 

• No kidding? There were 
supposed to be 43. (Heads 
will roll . . .). 

HOW 

MUCH? 

I bought a Prism VTX 5000 
modem and logged onto 
Prestel and Micronet. There's 
lots of info, free games and 
top games at bargain prices. 
Great! but then I discovered 
the cost. 

There's about £100 to start 
with, then a subscription fee 
of £14 every 12 weeks. PLUS 
the telephone bill. So if you're 
thinking of doing the same — 
remember you'll need 
MONEY. 

DOUGLAS SPENSE, 
Stockport. 


The Shadow asked about the 
real state of computers in 
schools (issue #2). At Stow- 
market High School we have 
10 480Zs connected to a 380Z, 
crammed into a tiny ex¬ 
needlework room. These are 
supposed to fulfil the needs 
of over 1,000 of us. And as for 
the state of 'computer aware¬ 
ness' (let alone the prospect 
of 'O' levels) all we've got is 
30 kids playing games. 

In desperation, I wrote to 
my LEA. They replied: "Com¬ 


puters are advancing so rap¬ 
idly that there is little point in 
trying to teach the subject to 
children, as it will be different 
in a week." Fair enough. But 
in the 'O' level Computer 
Studies syllabus, it says you 
must know all about binary, 
hex and data encoding etc. 
So here I am stuck in catch 
22. Isn'tthe British Education 
system wonderful? 

ADRIAN HUNT, 

Badley, Suffolk. 
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TTERBASELETT 


edited by NICKY XIKLUNA 


BURN BABY BURN! 


I want to know if any BBC 
freaks out there have man¬ 
aged to kill the dragon in Bug- 
Byte's Twin Kingdom Valley. 
Whatever I do, I get frazzled 
by his fiery breath. I want to 
kill him because of the mas¬ 
ter key he posseses. 


ALUN PHILLIPS, 

Merseyside. 

• Beebed-up Dorkslayers 
please assist. Meanwhile, 
here are some Jet Set Willy 
aficionados athirst to spill a 
bean or two . . . 


JSWTipl 


TO GET the objects from the Conservatory roof, MERGE 
the first part of the program, then CLEAR 32767: LOAD " " 
CODE. When this is loaded type in POKE 60231,0: POKE 
42183,11: POKE 56876,4. The new version can be saved by 
SAVE "Jetset" line 10 SAVE "JSW" CODE 32768,32768 
GO TO 40. As there was a code in Manic Miner , there is 
also one in Jet Set Willy. Go to the first landing and enter 
WRITETYPER and enter combinations of numbers to travel 
between rooms. 

DAVID MAHON, 

SWINTON, S. YORKS. 


JSWTip2 

FOR ENDLESS lives, follow thusly: 

Type MERGE ". Stop the tape when 0 OK, 0:1 .Type II (so 
as to clear this line). Type in this line: 35 POKE 35899,0. 
Now start the tape again. 

To disable the ATTIC and BANYAN TREE bugs (This 
enables you to get to the right hand side of the Banyan 
Tree) follow these instructions: 

Merge the program as above. Now type CLEAR 32767. 
Type LOAD " " CODE. Start the tape again and let the 
program load. Once loaded enter: POKE 60231,0: POKE 
42183,11: POKE 59901,82 :POKE 56876,4. To play, enter 
"GOTO 40". 

BILLY ARMSTRONG, 

Sligo, N. Ireland. 

• And now some Football Manager freaks . . . 


ZIT DANDRUFF 
- J'ACCUSE 


So Zit Dandruff knocks the 
Spectrum, eh? (Issue #4). He 
really has no rightto call him¬ 
self a Computer Snob. Unless 
the word Snob has changed 
its meaning from "One who 
looks down on those he con¬ 
siders his inferiors" to "One 
who is a wally". Colour and 
sound? The BBC can only 
rustle up eight colours. And 
as for that pimple of a 
speaker! Three sound and 
one noise channel, with a 
feeble eight bit control! It's 
just not good enough. 

But then he just has to look 
at the beast to know that he's 
buying the Cortina of the 
computing world. What a 


disaster! 

If Zit Dandruff immediately 
purchases an Atari, he may 
yet be able to hold up his head 
at the golf club. Okay? Yah! 

Incidentally, the Atari book 
you should have recom¬ 
mended to A.C. Lowe (issue 
#4) is 'Your Atari Computer' 
by Ian Poole (published by 
McGraw-Hill). This book is 
neither boring nor O.T.T. It 
covers both elementary and 
advanced Atari Basic, as well 
as most of the pre-XL hard¬ 
ware. 

CHRIS BONE, 

Watford. 

• Er . . . and which machine 
do you like, Chr$? 



Myth 


Come off it! The software 
houses aren't starving yet. 
And don't give us the rubbish 
about piracy losing the 
industry x zillion quid last 
year. You know as well as I 
do that these figures are 
totally spurious, based on the 
assumption that everyone 
with a pirated copy (where 
does this "seven pirate tapes 
for every one legit" come 
from?) would have bought a 
copy of the real program. 
What nonsense —apart from 
the fact that the dross, and 
most of the punters (i.e. the 
kids) are on fixed incomes, 


either pocket money, week¬ 
end earnings (or like myself 
— the dole) and could not 
possibly afford anymore than 
they buy already. 

This letter will probably be 
treated with a snide aside 
underneath the missive — but 
don't forget, we've sussed 
you. 

THEWERESLUG, 

Gastropodsville. 

• Forget all that — tell us 
how you came to be called 
'Wereslug'. 


EVJWABE, 

hr Norfolk 



wanttnu^., ■ 
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GULPO! 

Back by almost no demand (espe¬ 
cially from the BIG K staff) the 
Department of Unintentional Blun¬ 
ders rides again. 

Reviews (Big K No.4, p.27). In the 

review of Anirog's Cybotron it was 
stated that the player was only able 
to fire in the direction of travel. This 
is not strictly true as two joysticks 
can be used in this game, the second 
giving fire in eight different direc¬ 
tions. Nostra culpa, Anirog. 

Hunt the prog (Big K No.3). Apolo¬ 
gies to call CBM 64 owners who 
looked in vain for the prog men¬ 
tioned on our June issue's cover. 
Fact is we found an evil bug lurking 
in that program and had to pull it 
out (the prog, not the bug) at the 
very last minute. Problem was that 
issue's cover had already gone to 
press some time before (as most 
covers do) leaving us helpless and 
red-faced. Well, it shows that we 
care about the listings we give you. 
Commodore owners. We love 
hearing from you, really. But we 
wish it was for reasons other than 
problems with those pesky Com¬ 
modore graphics character sets. It's 
finally dawned on us that what we 
all need is a totally inklusive, kom- 
pletely komprehensive BIG Katalog 
of Kommodore, sorry, Commo¬ 
dore, Graphics. 


HEREARETHE 
WINNERS OF „ „ 
OUR COMPETITIONS 

The results are in! BIG K's first two Big Kompetitions have been 
judged to be a great success, especially by a lucky few who have 
kopped some ace prizes. Read on, Macduff... 

BIG K Coleco competition BIG K Atari competition 


April issue. Eight features of the Coleco 
Module 3 computer (Adam, to you) were 
listed and entrants asked to place them 
in order of appeal to the average home 
user. The judges checked out the cou¬ 
pons and decided that the best order 
submitted came from Gary Adams of 
Farnworth, who put: 

1-B, 2-E, 3-L, 4—A, 5-J, 6-C, 7-K, 8-D. 

Gary wins the Module 3 plus a Coleco- 
Vision video game system to plug it into. 
The same goes for Geoffrey Loveman of 
Southampton, who submitted the next 
best attempt. 

Michael Hogburn of Reading carried 
off the second prize of a ColecoVision 
video game system plus Module 1 Atari 


May issue. An Atari 800XL plus 1050 
disc drive was the prize awaiting a win¬ 
ner in this competition. Ten questions 
with multiple choice answers were 
given. The best set of answers, in the 
judges' opinion, came from Don Murray 
of London. He put: 

1-A, 2-C, 3-B, 4—A, 5-A, 6-A, 7-A, 8-B, 
9-B, 10-A. 

Don wins the 800XL and disc drive 
while 10 runners-up each receive prizes 
of AtariSoft games to run on most of the 
popular micros. All shoud by now have 
been notified of their winnings. 

Big Kongratulations to one and all. 

More results koming soon (doncha 
just love all these 'K' jokes?). 

























Ever bought 
a game that’s not as 
good as its box? 


Everybody has seen the home computer 
game packs that sparkle with imaginative colour 
and graphics, and lure buyers into the store. 

Sadly, some who have bought have found that 
the game sparkled less than the box. For, as more 
and more companies jump on the home computer 
bandwagon, it becomes ever more likely that most 
of the imagination and excitement is concen¬ 
trated in the pack. Instead of playing a fast game, 
you lose a fast buck. Or, more likely, several. 

Yet games have become increasingly soph¬ 
isticated. Scenarios are more varied, levels of play 
have been increased, and high resolution colour 
graphics capabilities are being used together with 


dramatically improved sound effects. The trick is 
to know which games are as good on screen as 
they are on the pack. 

Relax. Help is at hand. Logic 3, publishers of 
the most effective self pacing programming 
tutorials, have selected The Best Games for 
Britain’s top home computers. 

So buy only the best. Send today for your free 
copy of The Best Games from Logic 3, and learn 
how you could save £2.00 when you buy your 
next computer game. If you’re a dealer, we won’t 
hold it against you — trade enquiries are 
welcome. 

Do it. Now. 


Send the coupon. 

Have a good game without being had. 

| Please rush me my free copy of The Best Games. I already have/am 
thinking of gettinga---home computer. 

Name__ 

| - -- | 

Address___ . 


| County-Postcode__ | 

I_BK984J 



LOGIC 3 


— THE KEY TO THE WORLD OF TOMORROW. 

Logic 3 Ltd, Mountbatten House, Victoria Street, Windsor SL4 1HE 
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V. NOW AVAILABLE FOR 

P ^ commodore 

^50 GAMES ON ONE CASSETTE 

V DRAGON DOB aib Spectrum' popple ATARI QRIC-1 ZXB1. VIC* Q(D 


. * I# ' It Is impossible to 
• * ' » tell you everything 

about the 50 games on 
CASSETTE - 50 but they include 
many types such as maze, arcade, 
missile, tactical and logic games, 
to suit most tastes in computer 
game playing. 

CASSETTE - 50 will appeal to 
people of all ages and the games 
will provide many hours of 
entertainment for all the family at 
a fraction of the cost of other 
computer games. •. 


EXPRESS DELIVERY - 
ORDER NOW 


Please send me by return of post, Cassette 50 at £9.95 
per tape. I enclose a cheque/postal order for 
made payable to 
Cascade Games Ltd. 


Please debit 
my H No.|_ 

SPECTRUM I 
COMMODORE 64 


□ oric-iT 

] ZX 81 


VIC 20 


APPLEn 

□ DRAGON^ 

] ATARI 


BBC A/B 


lZ 


Post Code 


Country-- - - CCtSCOCle 

Dealers £t Stockists enquiries welcome. m a ’« u 


Cascade Games Ltd., 

Suite 4, 1-3 Haywra Crescent, Harrogate, 

North Yorkshire, HG1 5BG. England. 

Telephone: (0423) 504526. 0K g/8 ^ 
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THE SAGA OF IMRAHIL 
THE KALE NOA R PRINCE 
ON A QUEST TO FREE 
THE PRINCESS ANITRA \ 
FROM THE HAREM OF THE 
EVIL SULTAN SALADIN. 


CONTAINS over 3 minutes 
OF EASTERN MUSIC BY CHRIS COX 

PRODUCED BY RICHARD PAUL JONES 




JBSS9H 


w^rL V 


ONLY 
£7.00 
ON CASSETTE 
£9.00 
ON DISK 


CONTAINS 


MO HARDWARE REQUIRED 


SUITABLE FOR THE 


NOW WITH pum LPAP FAST LOADING 

NTERCEPTOR 

AAICRO'S 

LINDON HOUSE, THE GREEN, TADLEY, HAMPSHIRE 

TEL (07356) 71145 a 
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OTHER MR. MICRO TITLES 
AVAILABLE MOW:— 

GOLD RUSH (VIC 20).. £6.90 

INVINCIBLE (VIC 20). . £6.90 

HUMPHREY (VIC + 16K) £6.90 

MYSTERIOUS ISLAND 
(VIC + 16K). £9.90 


DIGGER (VIC + 16K). 
BEMGO (VIC 20). ., 
AMIGO (VIC + 16K). 
HUMPHREY (BBC B) ; 
PUNCHY (SPECTRUM 
CRAZY GOLE 
(SPECTRUM' 48). 
DRACULA (ORIC). . 

RAM DAM (VIC) 


£6.90 

£6.90 

£6.90 

£6.90 

£6.90 

£6.90 

£6.90 

£13.90 


SPECIAL TRADE PACKAGE AVAILABLE 


SCORE STORE (ALL). . . 
MARLEQUIR s 
(SPECTRUM'48) 4. . . 

LIQEtTNIMQ A55EMB/DI5 
(ORIC) .. 


f 1.95 


f 6.90 


£13.90 


| ACCESS&VI5A. AVAILABLE FROM ALL C 

I TEL: 061-728 2282 OR ORDER DIRECT FRO 

69 PARTI KGTON LAITE, 5WIMT0M, MARCH ESTER M2 



























































































































THEH 

APPLI 


£6.90 SPECIAL TRADE PACKAGE AVAILABLE 

£6.90 -- 

£6.90 DRAGONTAMER SBi*'* 

£6.90 (DRAGON). • £9- 90 “ 

£6.90 SCORE STORE (ALL). fl-95 

HARLEQUIN - Z* JZ 

£6.90 (SPECTRUM y 48) £6.90 —. 

£6.90 LIGHTNING A55EMB/DI5 
£13.90 (ORIC) . £13.90 












































Three more challenges 

fromROMIK 


Mo ^ 
for the BBC and 
Acorn Electron. 


All keyboard or 
joystick compatible. 

Just three from a range 
of over 70 games for 
11 computers. 

Available from selected branches 
of: Boots, Dixons, John Menzies, 

W.H. Smith, and all good 
computer stores. 



Romik Limited, 272 Argyll Avenue, Slough SL14HE 
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LOVE THEM or loathe them, comics have been part of British society for 
well over 100 years. At worst they are mildly entertaining, at best a creative 
art form that is acquiring an international reputation, bringing fame to the 
writers and artists of the medium. Much like the computer game biz — only 
things seem to be happening a lot faster there. 

There is a more common link between the two worlds — imagination. 
Without it comics couldn't exist and computer games would still be at the 
level of Nolan Bushnell's 'Pong'. It was only a matter of time before the two 
media formed a more physical bond. That time has come and this issue BIG 
K take an exclusive look at the making of two games based on the 2000 AD 
character. Strontium Dog. Continuing the theme, Steve Keaton examines 
the latest manifestation of some American comics characters in the com¬ 
puter game world. 

Meanwhile, our popular and oft-quoted review section continues its 
renovation and our ratings system completes its revamp. Now the impor¬ 
tant overall K-rating can be clearly seen on the top line of each review with 
the individual category ratings in their usual place below the review. 

Our Charts page also undergoes a significant facelift reflecting the 
domination computer games now hold over the whole recreational soft¬ 
ware market. 

As always we welcome your comments (and H. Polipp-Hughes of Gran¬ 
tham is welcome to collect his brick at any time) on BIG K or computer life 
in general. 
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GAMES TO BEEP OVER/ 
UTILITIES TO WEEP OVER/ 


for Spectrum,BBC,CBM 64, 
Vic, Electron, Oriel 

No. 8 NOV. 1984 85p 


Great Video 
Diseases YouNever 
Knew You Had 

COLLAPSEWARE 


THE DARK 
SECRETS OFS.I.D. 


Stuntware: 
Fall Guy Falls In 








/? '/7h-Vsf 


5AM0SOFTWARE 


Cattle of tfjc s>feull Horb 


Packaged in a 
Special Presentation Box 
which includes a 
"Free Dust Cover" 
for your computer. 


In a battle lost in the mists 
of time, the necromantic Skull 
Lord attacked and defeated 
a race of noble Dwarves. 
The Dwarves lost many treas¬ 
ures, the most valuable of 
these being the "Crown of 
Dwarves Kings". For many 
ages did they attempt to 
regain this artifact, and for 
many ages did they fail. 


Now in desperation they call 
upon you, noble warrior, 
to attempt that which is 
beyond their power. 


Your quest:— To regain the 
fabled crown and defeat the 
all powerful skull lord. 


The adventure is of the 
classic format. Simple verb- 
noun combinations are ex¬ 
pected, and will usually be 
understood. 



Samurai Invaders 


You control a fearsome Samurai 
warrior whose aim is to prevent the 
Alien invaders from gaining control 
of the earth. To help you in this 
task, you are armed with shuriken, 
fearsome oriental throwinn stars 



Can you guide the intrepid Ms. Mazey 
around her garden maze and collect 
the daisies? Or will you fall victim 
to the evil skull riders? (In a garden?) 
Can you make it to the magical "flow¬ 
er pills". Will you get tne "flower 
power" to zap the skulls? Will Ms. 
Mazey ever get to see the flower of 
her heart Pernv Chucka? 


Why DID the chicken cross the 
road? You don't know? Neither 
do we, but with the help of this 
game you may just find out! 
Your aim is to guide the hapless 
rooster across the road, then, get in 
the boat and avoid the aquamarine 
hazards. What could be simDler?! 


Please tick the correct boxes 
in the mail order coupon. 


A r 

A 


£8.95 AMSTRAD 
uses 41.4K 

£7.95 CBM 64 

□ 

£5.95 

SPECTRUM 48K Q 

£7.95 BBC 

in special 
modified version 

£7.95 ELECTRON 
in special 
modified version 
SAMURAI 
INVADERS 
£7.95 

Amstrad I l 
only I_I 


□ 


£8.95 SHARP MZ711 ! 


□ 


£7.95 DRAGON 

in special 
modified version 


£7.95 VIC 2016K 
in special i—i 

modified version 1_I 


£7.95 Tl 99/4A 

□ in special 

modified version 
MS. MAZEY ROOSTER RUN 


□ 


£7.95 
Amstrad only 


□ 


£7.95 
Amstrad only 


□ 


SEND CHEQUES / POSTAL ORDERS TO 

Samurai Software 
16 Clapgate Lane, Goose Green, 
Wigan. WN3 6RN 

or Ring: Tele-Sales (0942) 495753 with 
ACCESS/ VISA NO. for 
IMMEDIATE DESPATCH. 
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ON-LINE 


COMPUTER ART - 
NICE WORK IF YOU 
CAN OFT IT _ 


. . . AND UNEMPLOYED gradu¬ 
ate, Hugh Riley, certainly intends 
to do just that! He recently beat 
off all-comers in the Commodore 
International Computer Art Chal¬ 
lenge to carry away as first prize... 
a £1,500 goodie-bag of computer 
equipment, plus the BIG ONE . . . 

To wit, a £5,000 educational en¬ 
dowment from Commodore to 
study computer art anywhere in 
the world (anywhere? How ab¬ 
out, oh, Bali?). Inspiration for the 
screen scene that earned its 
creator his jump-jet dream ticket 
away from the dol'drums' of life 
in Crumpsall, Manchester was 
provided by 31-year old Hugh's 
baby son. 

However, though his entry — 


entitled cryptically enough Louis 
(Meditation Failure 126) And 
Obsessiveness — may have been 
triggered by kid Louis, this art be¬ 
longs to daddy! (You're fired — 
Ed.) 

With the academic world now 
his graphic oyster, Hugh is in no 
great hurry to make a final choice 
of temporary residence, but hot 
favourite for the honour is (con) 
currently Ohio State (University), 
USA. 

Hugh comments: "The £5,000 
endowment will enable me to 
learn from some of the world's 
most renowned experts and at 
the same time develop techni¬ 
ques which will stand me in good 
stead when I return to Britain." 

He has now sent back his UB40. 


"Y'SEE, TERRY, it's like this. 

"There I was, having a quiet 
vodka slimline in the Winchester, 
with Dave giving me GBH of the 
ear'ole about me slate, when in 
walks this geezer — lovely suit — 
said did I wantto come in on a nice 
little earner? 

"Well, you know me Terry, nev¬ 
er miss a trick, so naturally I asked 
'im what he was on about. It only 
turned out he was into this com¬ 
puter business. Now you know 
me, Terry, always one for high 
technology — remember them 
calculators? So the geezer says 
he's from . . . got the card 'ere 
somewhere . . . DKTronics — 
strange name — and would I sign 
on the dotted on account of he 
and some other geezers 'ave 
made this video game based on, 
wait for it, you and me, Terry! 

"So we did a deal there and 
then and the result is, you're in, 
my son, to the tune of. . . er. . . 
half a monkey. Well, twenty quid. 
No, don't thank me, Terry. 

"Anyway, after 'e'd gone I got 
onto CutglassTomkinson, the one 
'ose brother is doin' four years in 
Brixton for video piracy. 'E 'ad this 
load of computers, so I bought the 


FLARED 

JEANS 

FIASCO 

COMES 

GOOD 


lot. Cutglass reckons I can shift 
'em for an easy two hundred a 
time. Jupiter Aces, they're called. 
What do you think of that? 

"Now what I want you to do for 
me Terry is this . . ." 

MINDER', from DK Tronics, by 
agreement with Thames TV, is on 
the CBM64, Spectrum, Amstrad 
and all MSX machines. It sells for 
six so vs less five pee. 


CAMEL MAN 

IN SHOCK 
NUMBER 
CRUNCHING 
ORGY 


The number? 3.5 million. 
This, we hasten to add, is 
not exactly the income of 
Jeff Minter, ace program¬ 
mer, bearded supremo of 
Llamasoft Ltd. No, it's 
actually his personal beast 
score on his own new 
Commodore game, Anci- 
pital. 

The game is billed as 
being a 'Progressive 
Arcade Game'. This seems 
to mean that it's a very de¬ 


tailed arcade adventure. 
Features are one hundred 
separate screens, with a 
single key-press HELP 
facility for each screen. 
Minter himself claims to 
have solved only 89%. 

Next big question is, 
does it mean a break with 
the tradition of furry ungu- 
lents — camels, sheep, lla¬ 
mas etc. Surely it can't a 
end here, with the world's 
wildlife still unexploited. 






































FROM UNDERWEAR 
TO... SOFTWARE 


which 

RR£7H£ 

Y-FRONTS? 


SPARKS SEEMED to be 
flying when BIG K phoned 
the head office of a certain 
well-known high street 
store the other day. We'd 
called to gen up on reports in 
the Sunday press that Marks 
and Spencers (these well 
known purveyors of founda¬ 
tion garments and accessor¬ 
ies) were moving into the 
computer softwear (sic) 
business. 

"Nothing further to add to 
the newspaper reports, 
which are basically correct." 
Press officer Tony Kelly 
sounded suitably cagey. 


WORLD WAR III NOT 
GOOD FOR MICROS 


— OFFICIAL 


CHARITY begins in Bridling¬ 
ton, or so 18-year-old Sean 
Sullivan and 17-year-old 
Paddy Bell, who set out to 
create a new world record in 
non-stop computer games 
recently, have reason to be¬ 
lieve. 

They believe they 
achieved this record, 
although theirfeat won't fea¬ 
ture in the Guinness Book of 
Records which refuses (so 
far) to provide a category for 
continuous software play¬ 
ing. 

Both youngsters were 
sponsored for the marathon 
and to date in excess of £500 
has been raised for the King¬ 
fisher Trust whose aim is to 
set up a centre in Bridlington 
where young people in the 
town, especially the unem¬ 
ployed, can use their spare 
time to good effect, develop¬ 
ing skills and leisure pur¬ 
suits. 

Paddy managed a 30-hour 
stint at the keyboard; Sean 
went on for a staggering 50 
hours, but we on BIG K have 
come up with a title which 
we dare anyone to try for 
more than fifty seconds at a 
time, let alone 50 hours. To 
wit: Cuthbert Meets The 
Thing From The National 
Coal Board. 


SHOULD the Pentagoths and 
Kremloids ever get round to 
dropping The Big One, the 
drab post-war existence (for 
those of us who live through 
it) will not be lightened by 
the odd bout of Adventure or 
Arcade hacking. 

Apart from the need for a 
wind generator or some 
other alternative energy 
source, there's EMP to con¬ 
tend with. Electromagnetic 
pulse, to give the monster its 
full name, is a huge electrical 
overload caused by a nuc¬ 
lear blast. The effect, even 
from a relatively low-yield 
weapon, would be felt up to 
600 miles away. Microchips 


just can't take it, and the 
whole lot would go down the 
tube. 

The surprising thing, de¬ 
fence analysts revealed this 
week, is that military compu¬ 
ters and radar circuits are not 
shielded from the effect. 
Since modern techno war de¬ 
pends heavily on compute¬ 
rised command and control, 
this could mean the ridicu¬ 
lous spectacle of NATO and 
the WP fighting each other 
very quickly to a standstill in 
the radioactive ruins. Nice to 
know you're in the same 
boat as a five-star general, 
eh? 


"We've a good idea who let 
this story out, but I'd rather 
not go into that now." The 
secrecy surrounding these 
games scheduled to hit the 
streets at about the same 
time as this issue of BIG K — 
seems perhaps a little un¬ 
necessary. 

Be that as it may, beyond 
the facts that three titles will 
be on sale (Games Pack , 
Start to Program and Games 
Maker) in six major stores 
retailing at £6.95 each and 
available for the Spectrum 
only, we are unable to reveal 
any more details. 


STAB 


YOU DON'T need a modem 
and a phone for Cases Com¬ 
puter Simulations, The 
Prince, a multi-user adven¬ 
ture for the Sinclair based on 
the 15th-century best-seller 
written by Machiavelli. This 
one's getting the 1984 Cam¬ 
bridge Programming 

Award, and is set in Macho's 
world of Renaissance intri¬ 
gue and counter-intrigue. 
Each player is given a pass¬ 
word, and the others must 
leave the room while he or 
she plays. But watcha youra 
back, Renaldo, and don'ta 
crossa upa da Machiavelli 
boys, O.K? Or tonight you 
sleep wid-a da fishes. 


THE TIMES 
SEPTEMBER 21 1984 


In another development Brit¬ 
ish Telecom will sell computer 
games to most leading high 
street retailers this autumn at 
about a third of the price (£250) 
for which they arc normally 
sold. The corporation launched 
a cable television venture 
Gamestar, but has decided to 
capitalize on its efforts in high 
streets because of the sluggish¬ 
ness of cable. 
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IT'S FOR YOO-HOO 


"ULLO, 'ULLO, Buzby here. 
I'm ringing to canvass for 
support. Save Buzby's Beak, 
the cry goes out — and for 
why? 'Cos dark deeds are 
afoot. Rumours abound. 
Word is that I'm not consi¬ 
dered hi-tech enough for the 
official dog and bone bri¬ 
gade. 

"Worse still. I've heard 
that there's a rival homing in 
on my patch. This hot chick 
goes by the name of Firebird , 
so I've heard. A souped-up 
winged warrior of the air¬ 
waves that's set to boot me 
into extinction. Well, not 


without a fight, I say. Let me 
tell you, I may not be fast, I 
may not be sleek and 
aerodynamically A1, but I'm 
famous and I'm lovable and 
I'm cuddly and ... 
SQUAAAWWLKK!" 

Right. End of space-filling 
fantasy. On with the news. 
Firebird is seen as Buzby's 
alter-ego, and is in fact the 
nom de plume (geddit?) of 
(wait for it) A New Range Of 
Computer Software current¬ 
ly being put out by those de¬ 
dicated people who gave 
you: "Outer Mongolia? But I 
was dialling my Aunt Doris 


in Dorking!" Viz, British Tele¬ 
com. 

The BT man-on-the- 
phone, was at pains to stress 
that the aim of Firebird is to 
provide open, honest, value- 
for-money products. To this 
end, box illustrations have 
been replaced with screen 
shots — "What you see is 
what you get." 

Their initial launch of 
twenty titles, across the 
range of BBC, CBM 64, Spec¬ 
trum and Vic 20, are aimed at 
pocket money punters, and 
retail at £2.50 each. 


>sz3v 




You Haven't Lived Until You've Died In MUD... 


SOUNDS LIKE some bizarre 
new vice, but in fact MUD is 
the Multi-User Dungeon, the 
hackers' new fave rave (re¬ 
viewed in last month's BIG 
K). MUD is an enormous 
adventure game with sever¬ 
al hundred locations, but 
that's not what makes it spe¬ 
cial. The big appeal is that 


any number — well almost 
any — can play. To date it's 
been played on a time¬ 
sharing PDP-11 at Essex Uni¬ 
versity, but now the game is 
being made available on 
Compunet, the Commodore 
64 home users network. 

MUD players can talk, 
attack each other, give each 


other help, all within the 
adventure universe. 

As you gain skill you get to 
be a Wizard or Witch, and 
there the sadism really 
starts. These elite ubermens- 
chen can use the ccflnmand 
'SNOOP' to watch what 
other players are doing, tor¬ 
ment them, or (some chance 
we'll bet) give them useful 
tips. The headline is a quote 
from an actual player, so 
watch your sanity! For those 
prepared to risk it, MUD is to 
be launched atthe beginning 
of October by Century Com¬ 
munications. 
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Use 'Smart Milk' To Destroy Alien Biscuit — OK? 


SEVEN THIRTY! As you 
spoon your morning nutri¬ 
tional intake of protein- 
filled, milk-and-sugar- 
covered crumbly stuff 
mouthwards with one hand, 
you can now use the other to 
control the antics of Dunk, 
Crunch, Bixie, Brains and 
Brian — okay? If you can 
keep those bleary, morning- 
after peepers firmly fixed on 
your monitor screen then 
you could be game for the 
latest offering from a certain 
mecca of brekker — Weeta- 
bix versus the Titchies is 
here for your delectation. 

As part of a mega-million 
pound campaign, Weeta- 
bix's promotional consul¬ 
tants — Clarke, Cooper — 
have joined forces with soft¬ 
ware producers Romik to 


put out what they claim to 
be the first-ever promotion¬ 
al computer game. 

At the time of going to 
press, the first packets of 
these compressed, wheat- 
based nutritional units with 
the software hard sell 
emblazoned across them 
are winging their way to the 
shops. The game is only 


available from Weetabix and 
retails at £3.75 for those 
minor mortals not members 
of the Weetabix Club. Club- 
ites can buy it for a whole 
pound less. Wow. 

Both Romik and Clarke 
Cooper Ltd would appear to 
be squirming with excite¬ 
ment at the possibilities of 
this giant step for bran-kind. 


It remains to be seen 
whether the punters consid¬ 
er this arcade-style shoot- 
'em-up to be in the best 
possible taste. 

Today the breakfast table, 
tomorrow — Hollywood? 
Are we en route for Weeta¬ 
bix: the Motion Picture. And 
who controls the cereal 
rights? 
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GARBAGE IN GARBAGE OUT 

by The Shadow 


You Gotta Be Crazy To Want This Kinda Publicity Part 76: You are looking at the 
new vital nerve centre of one of the UK's most prestigious games software com¬ 
panies. No, you really are. It's just that the builders haven't moved in yet. Official 
sources tell us that the scaffold and ladder are for real-time storyboarding of an 
exciting new range of Kongalikes, while the skip is where the unsolds go. The 
barrow is for the managing director to take home his paycheck. The company? 
That would be telling. Oh all right—their Chairman Reads The Guardian. And has a 
beard. OK? 


The Imagine saga goes on 
(yawn) and on: rumours that 
not one but five games houses 
are rising from the ashes — but 
no place seemingly for mega¬ 
being Eugene Evans . . . hope 
he saved some of the hard- 
earned . . . However Mark But¬ 
ler reached shore OK, clinging 
to an oar, thanks, and can now 
be found — along with T. Best 
— in dad's firm Voyager. . . 
Said Best Man, meanwhile, 
keeps mysteriously ringing up 
the Tower of Power offering 
what he calls "the real story" 
on Imaginopossessions . . . 
Sorry, Tim, got to invoke the 
fifty-year rule on this one. . . 
Fellow Liverpudlians Software 
Projects have meanwhile 
taken on most of the redun¬ 
dant Imagihackers, who by 
now (the Shadow assumes) 
know all about The No Posses¬ 
sions Syndrome . . . 

All together now, an' let's 
sing dat ole QL Blues: "Woke 
up dis morn in', got het up with 
my microdrive/lt done occur¬ 
red to me, dis keyboard is just 
so much jive/Wid'no game 
software cornin', can dis' 


highly-rated, long-awaited, ex¬ 
communicated, exasperated, 
customer-disorientated 
machine survive? (Oh yeah)" 

Never mind Making It How 
Do You Add It Up When You've 
Got It? . .. Unperturbed by a 
recent ROM failure with their 
Organiser the lads at Psion 
have found a new use for the 
tiny computer: Doctors in 
family planning clinics will be 
advised about the effects of 
different kinds of contracep¬ 
tive pill in a special ROM 
pack.. . 

Lastly, which well-known 
person non unconnected with 
the computer industry deep in 
the heart of Silicon Valley 
(hedge, hedge) got busted by 
the LAPD (Dets. Hutchinson, 
Starsky) unloading Olympic 
Games freebie tickets to eager 
punters for Large Sums Of 
Money? Can [Deleter's busi¬ 
ness really such bad shape? 
The Shadow knows, for he 
walks by night — when every¬ 
body knows the idiot should 
be getting someZs like the rest 
of us; the poor old boy looks 
clapped out these days . . . 




IS THIS A KEYBOARD 
THAT I SEE BEFORE ME? 


STRANGE HINTS of abominable rites and unspeakable prac¬ 
tices have emerged from Games Workshop, organisers of 
Games Day '84. 

Down at the Royal Horticultural Hall, massed hordes of 
game-crazed death fanatics queued up to participate as the 
character of their choice in any one of 50 simultaneous role- 
playing games. The mind cannot grasp the awesomeness of 
this scenario. 

For those of us not hip to the genre, we speak not of 
computer games, but of extended psycho-dramas involving 
up to twenty real physical-type people. (Liveware.) Instead of 
the computer, one player, the Dungeon Master, oversees the 
characters and their world. Which brings us to the Games 
Awards. Plenty of these, twenty-six categories in fact. The 
best new role-playing game is predictably called Middle 
Earth, but we are pleased to note that the original and totally 
scrotnig Judge Dredd was the subject of the No.1 SF Board- 
game. Most enigmatic award — the third prize for games 
fanzines — went to the exotically titled Tempestuous Orifice. 
If and when we get hold of a copy, you'll hear more. 

It is absolutely brain-numbing to discover that this actually 
was the first Games Day — after eight years of the event — to 
feature computers. Where have they been? The new line may 
have something to do with the launch of three new Games 
Workshop titles. Battlecars (see pic) is a sort of Death Race 
2000 with heat-seeking missiles. Two mega-road-hogs slug it 
out with heavy weapons in a city Centre. Also coming is 
D-Day, a two-player version of the well-known war movie. 


OR IS IT something entirely 
new? The first adventure game 
scripted by talented newcomer 
to the micro scene Bill 
Shakespeare arrived this 
month. Marketed on his behalf 
by Oxford Digital Enterprises f 
it's an interactive version of the 
doom-laden and angst-ridden 
Macbeth. 

Academic pursuits may well 
throw up their hands at this 


one. After all, how can it still be 
Macbeth when the player can 
alter the entire plot by either 
being inept enough to get 
caught red-handed cutting 
King Duncan's throat , or alter¬ 
natively by seeing off the 
vengeful MacDuff at the end 
thereby ensuring continued 
occupation of the Scottish 
throne? 

But ODE have done their best 
to sidestep any accusations of 
"trivialising". The cassette 
comes complete with a 174 
page book containing a copy of 
Macbeth, plus lengthy notes on 
the action. 

The game itself is a biggy. The 
play's split into four separate 
adventures, and there are plen¬ 
ty of graphics screens. The key 
to solving Macbeth seems to be 
an aptitude for elaborate word¬ 
play. Very Elizabethan. Howev¬ 
er , a quick look-over suggests 
that it may not be that easy. 
Each game segment is omi¬ 
nously followed by a 
psychoanalysis program. Is it 
all a plot by Oxford dons to 
drive the punters mad? Is there 
a KGB connection? 

The public should be told. 












































Spectrum 48K or 
Commodore 64 A 
(Turboload) A 


Full-colour booklet 
Hr pocked with cryptic 
W dues to help you A 
r unravel the mystery —M 
and win the £25,000 / A 
reward 


Music and 


sound effects 
builtin 


■ All 5 Adventures are linked — but you can choose to play them 

separately. Andtheyall have REAL TIME built In. So if you don't think ^ 

fast you wind up as a pterodactyl's lunch, die of oveFexertion in a Roman 1 
orgy, or just lose your mind... 

■ 'Eureka!" is not just an Epic — not just an Adventure. At the start of each 
historical era, you face an Arcade Action test, to decide your strength level for 
the Adventure to come. 

■ The better your score, the stronger and faster you'll be. 

■ And it'll keep you on your toes, with constantly-changing, static and moving 
graphics. Brilliant music and sound effects add to the excitement. 

■ As part of the "Eureka!" pack, you receive a full-colour illustrated 
booklet, containing cryptic riddles and mysterious illustrations. Using 

KaaI/IaI mmaJ aavaam .1^ I!I. _a II ..... 


High quality 
i full-colour , static and. 
moving gra phics / 


booklet and screen together ; you steadily unravel the clues and build 
up a secret phone number piece by piece. 

■ If you're first to ring it, you save the world and collect the £25,000! 


■ Quite a package* And to give everyone a fair chance, "Eureka!" will be 
released simultaneously worldwide on October 31 st, 1984. No packs will be 
available until that date. All orders received by mail or phone by 26th 
OCTOBER will be despatched by post on the 31 st right across the world. So 
order now, and be one of the first off the mark. 

r- -—-- L THEN THE RACE IS ON!!! 


Send your order now to: 

‘Eurekor, FREEPOST. Dept 400, Mount Farm. Milton Keynes. MK1 1 HQ 

4 To: "Eureka!". FREEPOST, Dept 400, Mount Farm, Milton Keynes, MK1 1 HQ 
,end ro® ‘Eurekor packs, complete with cassette, full-colour 
A OUfI instructions and rules, at £ 14.98 each PLUS 55p post & packing. If 

tU my order is received before 26 October 1984,1 will receive a free £7 
W DOM ARK voucher towards a tojan light pen.Please allow 14 days delivery tor orders 
_ received after 26 October. _ 

A MY COMPUTER IS O.SS’.eo total at £ 15.50 | 24 HOUR PHONE 

O commodore64 - - HOTLINE NUMBER 

SPECTRUM 48K _ 01-4606000 

-i° ,ALt I 1 For Credit Card Orders 

I enclose payment by cheque/PO. payable to DOMARK LTD. 

OR Please charge my Credit Card 2 m VISA □ E3 ACCESS □ HI AMEX □ 
K CardNumber I | j 


The storylines for "Eureka!" are by Ian Livingstone, 
whose "Fighting Fantasy" books have sold over 
2,000,000 copies. He's dreamed up some rather 
nasty tricks and twists for you in this Epic, because 
he has also devised the cryptic clues and 
conundrums in the booklet that goes with the 
program. He's the one who knows the answers._ 


"Eureka!" was programmed by 
Andromeda teams led by 
Hungarians Donat Kiss and Andras 
Csdszar. It took the equivalent of 5 
YEARS to create, and the skills of 
4 graphic artists, 2 musicians 
and a professor of logic too. ^ 

We told them to stretch the 
hardware's capabilities, and make 
sure you were kept awake for hours!! 
They've done it... 


Expiry Date. 


Signature 


Postcode. 


The race for the £25,000 starts on 31 Oct 1984 and closes on 31 Dec 1985^ 


Domark Ltd., 228 Munster Road, London SW6. Reg. No: 1804186 (England) 


259 K OF PMf MYSreor 
BY MB IfYMGSnMf 


u 5 complete Adventures, each with its own Arcade 
in one multi-load mega-program: "Eureka!" is the 
ultimate computer Epic. 

■ Epic in scale Eureka!" spans tive eras of history' 
You battle against the dinosaurs, outwit Nero and 
his gladiators, join the Knights of the Round Table, 
escape from Cold.Jtz and finally into 1984 defeat the 
evil master of the Caribbean who is holding the world 
to ransom. 

■ Epic in sheer size there's more than 250K 
for you to get yourself killed in. 


5>/TO*4*S iM ONI 


DEVISED BY 
IAN LIVINGSTONE 


MY COMPUTER IS 

Ordered 

Total af£ 15.50 

COMMODORE 64 



SPECTRUM 48K 




TOTAL £ 
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Last month each Software Club Member took a share of 
£100,000 worth of discounts on the very latest top quality 
programs and accessories... 


ARE YOU STILL BUYING 


YOURSOFTWARE 


% 


CHI 


THE HARD WAY? 


COMMODORE 64 • SPECTRUM 48K ■ BBC B ■ VIC 20 ■ ORIC ZX81 • DRAGON 32 ELECTRON AMSTRAD 


WHO ELSE GIVE YOU ALL THIS? 


CHOOSE ANY THREE FOR HALF PRICE 


★ A huge continually updated choice of the finest and latest games available, plus 
educational and business programs — in many cases before they reach the shops! 

★ The backing of our Price Promise so you can buy with absolute confidence knowing 
that you're getting the most from every penny you spend and the best with every pound 
you save. 

★ The Club’s free colour magazine showing our vast choice of programs and exclusive 
offers on accessories all at hu ge cash savin gs — like a superb computer Work Station 
for just £19.95 (£15 less than everyone else is currently paying), like top quality home 
computer maintenance kits at half price ! The list goes on in a magazine that comes not 
once in a while, not every couple of months but every month , so you're always right at 
the centre of the action. 

★ Programs for nine types of home computer—not just two or three — all guaranteed 
direct to you from the original manufacturers. 

★ Free Software Club Vouchers every month if you’re quick on your feet! 

★ A telephone order hotline for ultra fast despatch and a Customer Service hotline to 
serve you better. 

★ The knowledge that you'll be with the Club that started it all. There's only one 
Software Club, it's the most popular in the U.K. because it's the best — always in touch, 
lively and fun, that's The Software Club. The best value you can get — bar none . 



to your^reeha^pr^e^lecUonslln your ywofmember C ' Ub ' S free monthly magazine - packed with bargains 

Til be spoilt for choice and If you’re anything like our current r . , 
ibers you’ll want a lot more than this anyway and our affordable prices G your computer back on top torm m /“stso seconds/ 
s It all possible. You can buy your chosen programs spread over the 
*r or all at once—It’s entirely up to you—and remember, It’s all backed 
tur price promise. ' 

» line with Club policy, postage and packing costs are kept to an 
absolute minimum and are free on many orders. Once your n - *-—*-*-mm 


accepted, p&p on orders for two or more tapes Is absolutely fi 
virtually all accessories are also sentp&p free — p&p Is only chat 
orders for single programs at a rate of41p. 


OUR PRICE PROMISE 


Start off by choosing any three of these 49 titles for half price. All you then 
have to take Is another six programs at prices well below retail In your first 
year of membership. If you find you could have bought the nine titles you 
choose elsewhere for less, at the same time as you bought them from the 
Club, we will gladly refund the difference. You can’t lose with The Software 
Club / 


’E 




Superb graphics a 
maps for re; 
levels of play 

Trashman 5.95 2.S 

Empty all the bins from each road into the dustcart in a 
slowly reducing s 

tep on the grass and you ’ll get bitten by tf 
watch out too for cyclists t 

. Is 7.95 3.97 

tyne’s Musical Version of the H.G. V 



and weapons of death. 


REMEMBER SEND NO MONEY NOW 


Although we don’t list Amstrad titles in our half price offer, pr< 
the Amstrad are available at big discounts through the Club. 


9.50 4.75 06950 

lply the best version of the game available for y 
s kill, care, sub and speed levels ... stuck? the < 
suggests move —just one of the many features of this supe 
Digger 6.95 3.47 06540 

Fast and challenging — deposit sacks of gold in your bank v 
ing to kill all the monsters on the screen before time runs 
Ghost man 7.50 3.75 

Control your Ghostman around the M 
avoid the Ghosts who are out to get 
corners of the maze and you’ll beco 
each one faster than the previous 
Lone Raider 8.50 4., 

For eons Earth’s Battle Fleet has held 
the Lone Raider you must breach their 
way to their Mother Ship. 

Trick Shot 7.50 3.75 

pockets by lining 
-it’s highly 



the alien Zugs. As Captain 
wreaking havoc on yoi 


02540 A&F 


Ocean 


3.97 

r Commodore 64. 

7.90 3.95 
s for Electron. 

6.90 3.45 07170 

e zaniest, craziest burger battle to sizzle your screens! Fight Waldo 

and the rebel ingredients to make your delicious Wimpy Burgers 
the best in town. 

9 Flight Sim. 7.95 3.97 05990 Alligata 

e off, roll, loop-the-loop and landing must be performed with 
iplete accuracy or your flight will end in disaster—this will have 
u glued to the screen for hours. 

da 7.95 3.97 07480 Alligata 

; against bosses because the Union suspects that 
de (the electronics magnate) is about to lay off the 
They elect you, Micro Micky to foil this dastardly plan. 


Software 
Code House 

07700 Cascade 




Enter the 
IK ascend a 
cue and hitting th the magk 


1 the magk 
and each ball am Dare Dev 


The title says it all because this program has 50 great games on one 
cassette. We don't have space to list them but they’re all here. .. maze, 
arcade, missile, tactical and logic. 

Football Manager 5.95 2.97 01470 Addictive 

Captures the real life drama and excitement of the game... transfers, full 
league tables, injuries, promotion and relegation, FA Cup, seven skill 
levels and much more. 

KrazyKong 3.95 1.97 01590 PSS 

Climb the pyramid knocking out the supports for the giant gorilla as you 
go, meanwhile dodging the barrels and rocks he drops on you. 

PHot 5.95 2.97 01530 Hewson 

Take the controls for a night flight, navigate by beacons using the 
instrumentation, take off, climb, bank left and right, descend and land 
you’ll learn to master them all. 


02300 A&F 


RescueE 
Knights ,, 


7.90 

Game description as for Electron. 

Don’t Panic 5.45 2.72 

A great double bill... Towers of Death and The Ice Kingdom are tm 
classics that should feature in every collection. But miss a vital due am J hr ° u 9 h * 
you could be playing for months in your quest for the treasure. 

Photo-Finish 7.95 3.97 09330 Peaksoft outoffue 

Superb real-time graphics, authentic race-cards showing previous tom "F'f 
odds based on actual form, races from 5 furlongs to 2 miles, timed result. ™ rack 

ProjectVohano h featUr 7.95 r 1 3^7 VerS ‘ 07530 Mission 
A top secret missile command centre has been discovered in an extim , cy 
volcano on the Yugoslavian border. It’s the heart of a network covering th. Pr ckll ?9 ' 
whole of the Soviet Block - your job is to neutralise it. ^ cu 3 h 

SA.S. 6.95 3.47 09350 

You’ll be briefed on your mission and then, equipped with helicopU *! 
gunships, wire guided missiles and grenades. It’s up to you. There’si~" 
night action feature and nine minefields just to liven things up. 
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THEN GO ON TO MAKE HUGE SAVINGS ON AROUND 400 OTHER TOP TITLES EACH MONTH 


ELECTRON 


INTRODUCTORY DISCOUNT COUPON 

To: THE SOFTWARE CLUB, PO BOX 180, ST. ALBANS, 
HERTS AL3 5BD 

Please accept my application, enrol me as a member of The 
Software Club and send me the introductory tapes whose num¬ 
bers I have written in the boxes below, for which you shall charge 
me in due course, should I decide to keep the software (plus a 
total of £1.25 for postage and packing), if I am not completely 
satisfied, however, I may return the tapes intact within ten days, 
my membership will be cancelled and I will owe nothing. As a 
member, I need not take a tape every month, if I want no 
tape at all, I can say so on the card provided. I will, however, 
choose at least six tapes in the first year. I am over 18 years of 
age. (This application must be from your parent or guardian if 
you are under 18 years of age). 

My 3 selections are (item code) 


Machine 
Mr/Mrs/Miss/ 
Address 


Signature 


Memory size 


Postcode 















































The Red Kipper Flies at Midnight 

Y OU GET HOME ONE EVENING to discover a message on your 
answering machine. Something you’d thought hidden for good 
has reared its ugly head once again. Valkyrie 17 is active. 

Over the next five nights a series of frantic phone calls con¬ 
vince you that the matter deserves further investigation. \ou receive 
a dossier on the activities of Valkyrie 17. Pieced together from frag¬ 
mentary reports culled from the last forty years you slowly begin to 
put the whole thing together Drakenfeur, Heinrich and Reichsmullet 

The badge pressed into your hand on the station at_ 

And that last desperate call for help from the Glitz Hotel overlooking 
Lake Bruntz. 

\bur cover is good. Very good in fact, ''rou spend a few 
days sniffing around and then head up towards Lake Bruntz. ''rou 
check in to the Glitz Hotel. It’s the last lead you have. \ou seem to 
be getting nowhere. 

Then on your way to the bar you sense a movement in the 
shadows. \ou feel a blow on your temple. And everything goes black... 

Valkyrie 17 is an Adventure featuring both graphic and text 
locations. \bu will meet several different characters some of whom 
may help you while others see your demise as their sole purpose in life. 

Included in the pack is a comprehensive dossier on Valkyrie 
17. On the reverse of the cassette tape are the answerphone messages. 
And then of course there’s the game itself. 


LOADING TIME 5H minutes. MICRODRIVE X/FER FUNCTION 

LOCATIONS 100+ FUN FACTOR 8 


LEVEL ? 


SOUND_Beep Beep 


by Palace Virgin Gold, 69 Flempton Road, London E10 7NL Telephone: 01-539 5566. Available from all leading wholesalers. 


HINTS 

Watch your back, try not to get killed and mind your language. 

The RamJam Corporation cannot accept responsibility for injury either mental or physical caused during the 
playing of Valkyrie 17. Furthermore the existence of these words affects your statutory rights. 

© RamJam Corporation 1984. 

(Although why we bother heaven only knows). 
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All orders for goods supplied through the On Line system will be fulfilled by Empire Stores Ltd., at 18 Canal Road, Bradford, West Yorkshire. This scheme is available to any applicant under the age 

For current interest rate please ask at your local NatWest branch. 
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NEWS 

feature 


BUS LOAD 


TRANSPORTS OF DELIGHT 


MICROBUS is now being laun¬ 
ched in Cardiff. It's a computer 
program devised by the City 
Treasurer's Computer Centre to 
make the urban bus fleet more 
efficient. "All aspects of the 
transport system will be com¬ 
puterised/' says Eddie Lee, 
Senior Administrative Officer 
with Cardiff City Transport. 
"From traffic management and 
engineering through to collect¬ 
ing fares". 

All vehicles on the road are 
continually monitored both in¬ 
dividually and according to their 
routes. Drivers are linked by 
radio to a control room from 
where the information is fed on 
to computer. Each journey is 
scrutinised in case a vehicle 
breaks down, in which instance 
a bus on a nearby route can be 
traced by computer and di¬ 
verted to pick up stranded pas¬ 
sengers. Mileage covered by 
each bus is also to be recorded, 
thereby enabling transport 
managers to observe how vehi¬ 
cles respond to daily wear and 
tear. Similarly, the computer is 
programmed to monitor vehi¬ 
cle's fuel supply and to remind 
drivers when re-fuelling is 
needed. 

The Fleetguard system will 


WELSH RARE BYTE 


Cardiff’s Microbus System 


encourage drivers to record the 
easily forgotten small defects 
which come to light on route — 
for example, a mirror out of 
alignment. The driver can radio 
the computer operator giving 
the bus number and detailing 
the work needed. The computer 
will then inform the engineering 
section of the fault — and en¬ 
sure that it is rectified. 

"Computers will also be used 
to cost and record engineering 


work carried out on each vehi¬ 
cle," says Eddie Lee. "As well as 
updating the bus' comprehen¬ 
sive life history, it will enable us 
to determine which make of bus 
is the most efficient and econo¬ 
mic to run. Under our present 
manual system this is difficult to 
judge, but when provided with 
accurate data we'll be able to 
decide which makes should be 
added to the fleet and which dis¬ 
carded." Similarly, individual 
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buses can be assessed. They 
usually last 12-15 years, and the 
computer is used to pinpoint 
which vehicles are coming to 
the ends of their useful lives. 

Cardiff City Transport oper¬ 
ates a fastfare system, in which 
drivers don't handle money, in¬ 
stead passengers pay their fares 
into a volt-slot machine. These 
machines are disconnected ev¬ 
ery evening so that the day's 
cash returns can be counted on 
computer. The money is then 
checked against the tickets 
used. As each ticket specifies 
the route and stops at which 
passengers board the bus, the 
computer also works out which 
stops and routes are the most 
popular. This ensures transport 
managers have sufficient data 
to pinpoint districts in need of 
more buses and to show how 
routes can be extended to cover 
new estates being built in the 
city's outer suburbs. 

"The computer system is a 
means of making the bus fleet 
more competitive," Lee ex¬ 
plains. "We also believe that it 
has marketing potential." 

IOLA SMITH 



GAMES AID RECOVERY 


COMPUTER GAMES have 
been prescribed as a new 
road to recovery for serious 
head injury victims. Burden 
Neurological Institute in 
Bristol, is a pioneer in using 
games as physiotherapy for 
the brain. Burden's patients, 
mostly under the age of 20, 
are playing games for two to 
three hours a day. The result 
is rapid improvement in 
memory, concentration, 
reasoning ability and hand- 
eye coordination. The very 
first on the programme was 
18-year-old Richard Bennett. 

Richard was knocked 
down from his motorbike by 
a car last October. He re¬ 
ceived serious head injuries 
and nearly died. He lay in a 
coma for a month. Friends 


and family visited — played 
rock music and chatted — 
and finally, Richard awoke. 

"It wasn't like in the 
films," said his father. "It 
was a gradual business; the 
flicker of an eyelid, the 
twitch of a finger. Then 
someone had the bright idea 
of giving him a pencil. Stiffly, 
painfully, he scrawled 
'R.I.C.H.. . .'and we knew he 
was going to get better." 
And when it came to recov¬ 
ery; "he couldn't have been 
in a better place at a better 
time." Richard began play¬ 
ing games in February, and 
is already almost fully reco¬ 
vered — six months early. 

So much for the bozos 
who keep telling us they're 
harmful. 
















































AUTOMATA U.K. 

The Pi man’s Software House 



DEUS EX MACHINA 48K Spec. Kempston 
Joystick & ZX Interface 2 compatible. The 
unique new era of entertainment, starring 
Ian Dury, Jon Pertwee, Frankie Howerd and 
you, in an animated televised fantasy, 
synchronised to an incredible stereo sound¬ 
track. There is nothing like it in this world. 


DEUS EX MACHINA 


CRUSOE 48K Spec. M/C Graphic & Text 
Adventure. Shipwrecked and stranded, on 
ye remote island, with nothing save a bottle 
of Granny's patent elixyr, an empty stomach, 
ye shorts that he stands up in . . and thou*. 

Ye adventure is only just beginning. Can you 
help him escape ye island's perils? 



CRUSOE 



PI MANIA 48 K Spec. The Cult Adventure 
that's for real! Could you be the lucky 
winner of 'The Golden Sundial of Pi'? Many 
have tried and failed. Voted program of 
1983 by the Computer Trade Association 
(Joint winner). 


PIMANIA 


PIROMANIA 


PI ROMANIA 48 K Spec. M/C Arcade Style, 
Kempston Joystick & ZX Interface 2 
compatible. Strike a light! Fire your imagin¬ 
ation. That bright spark of a Piman is 
flaming well out to make the residents of 
Automata Towers the toast of the town! 

Can you help Walter Hose dampen the 
Piman's extinguished career and help the 
inmates give up smoking? 




DARTZ 48K Spec. Family fun. This 
'arrowing version of your local's favourite 
game! Includes true life scoring with The 
more you play the more you drink, the 
worse your game becomes' rule! 


DARTZ 



PI-EYED 48K Spec. M/C Arcade Style. 
Kempston Joystick compatible. The Piman's 
hit the bottle! Can you help him negotiate 
the traffic and drink the town dry? 


PI EYED 


PI-IN'ERE 48K Spec. M/C Arcade Style. 
Kempston Joystck & ZX Interface 2 
compatible. 61 screens of action as Burt 
searches for the elusive bug inside a 
computer, while keeping out of the reaches 
of the minor menaces. The program includes 
Hi-Score, Save and Load facility as well as 
Replay from last position feature. 
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PI-IN'ERE 


OLYMPIMANIA 48K Spec. M/C Arcade 
Style. Currah Micro Speech & Kempston 
Joystick compatible. For all those who just 
can't get enough of the Olympics, the Piman 
stages his own just for you! Yes he's going for 
gold in the craziest events you've ever seen! 
Can you set new world records in the 
Speepichase, Alpi Ski-ing, Pitathlon, Pi-Jump, 
or even the Butterpi? The Piland International 
Anthem on the flip side. 

PI-BALLED 48K Spec. M/C Arcade Style. 
Currah Microspeech & Kempston Joystick 
compatible. Bouncy, bouncy, this fast action 
game will let you have a ball! Starring The 
Balls Brothers, Sid the Snake, Jas'n'Col, and 
your friend and ours The Piman. 





OLYMPIMANIA 



PI-BALLED 


MORRIS MEETS THE BIKERS 

16/48K Spec. M/C Arcade Style. Kempston 
Joystick compatible. Morris finds himself 
abandoned in a multi-storey car park. Help 
him gather the 10 coins per screen to pay his 
way out, while avoiding the kamikaze bikers. 



MORRIS/BIKERS 



YAKZEE 48K Spec, and Dragon. Family 
fun. An oriental game of luck and skill for 
1 to 4 players, playing between 1 to 4 
rounds. Each tape comes with both the 
Dragon and the 48K Spectrum versions 
along with a simple to follow guide on how 
to play YAKZEE. 


GO TO JAIL 48K Spec. 

Family fun. A computer property trading 
game for up to 5 players. Your computer not 
only acts as a banker, but can also take on the 
roll of a ruthless player, buying, selling and 
trading its own property. 



YAKZEE 


GO TO JAIL 


NEW WHEELS JOHN? 48K Spec. Family fun. Would you buy a used 
motor from this man? Dare you clock an old banger? Have you ever 
wondered what it's like to run your own second-hand car lot? Wheel 
leave the rust to you! 


BACKCHAT CBM64 Speech Synthesiser. Automata's speech synthesiser 
comes complete with easy to use Programming Manual and Software cassette 
containing both BASIC & M/Code programs, so you can now add speech 
to all your home grown games using BACKCHAT's allophone vocabulary. 


ORDER COUPON 


CRUSOE.48KSpec£6D 

PI-EYED.48KSpec£6D 

PIROMANIA .... 48K Spec £6D 

PI-IN'ERE. 48KSpec£6D 

YAKZEE .. Dragon/48K Spec £5Q 


DEUS EX MACHINA.48KSpec£15D 

GO TO JAIL.48K Spec £6Q 


MORRIS MEETS THE BIKERS.. Any Spec £6[I 

_ T-SHIRTS State Size. Price £5[I 

'BACKCHAT' Speech Synth. CBM64 with Software & Programming Book.£25 

PIMANIACS CLUB for 20% off all products, Pi-Monthly Magazine. Annual Subscription U.K 

I enclose the right money , or debit my A CCESS/V/SA Card. My Card number is . 

Card holders signature . Card holders name . 

My address . 


PIMANIA.48K Spec £10D 

0 LYMPIMANIA.48K Spec ESQ 

PI-BALLED.48K Spec 

DARTZ. 48K Spec 

NEW WHEELS JOHN? 48K Spec 

Piman's Stereo L.P. Cassette_ 

, £50 Overseas £70 


«□ 

£5[I 

£5D 

£3D 


. My name. 


.. Post Code . 

NO EXTRAS! AH our prices include VAT and Postage & Package. 24 hr.-CREDIT CARD HOT LINE (0705) 735242. 

Send your order and payment to: AUTOMATA U.K. LTD. 27 HIGHLAND ROAD, PORTSMOUTH, HANTS. P04 9DA, ENGLAND. 
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Cassette £14.95/disc £17.65 
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W HEN Aviator burst 
forth from the dar¬ 
kest depths of 
Acomsoft a few 
months ago it shed a radiant 
glow on a somewhat unin¬ 
teresting software market and 
created a stunned aura of 
admiration of the kind you see 
around a man who kicks bulls 
around the area that makes a 
bull a bull. So when I burst into 
the Big K offices the other day 
screaming ‘IT’S BETTER, IT’S 
BETTER’ I thought it might 
provoke some kind of reaction. 
It did. ‘Don’t be stupid’, some¬ 
one muttered and a large box of 
last month’s issues hit me 


sauarely between the eyes. 
This was not the kind of recep¬ 
tion I expected so I grabbed a 
nearby head firmly by the ears, 
dragged it over to the nearest 
BBC and loaded the game. As I 
started showing him how to 
play, the glazed, overworked 
look gradually faded from his 
eyes turning to that of the har¬ 
dened games freak who knows 
paradise when he sees it. He 
gave a hoarse scream, forced 
me out of the seat and took the 
controls. By this time a few of 
the others had started to show 
interest and were drifting 
slowly in our direction. Before 
long a full scale fight had de¬ 
veloped for a crack at this most 
wondrous of beasts. It looked 
as though that was the last I 
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was going to see of Elite for 
some time. 

And it really is that good. 
Vast and highly complicated, 
it’s a sort of space arcade/- 
action/ adventure/strategy 
game where you roam the 
galaxies earning a dangerous 
living trading between the 

E lanets, avoiding pirates and 
ostile aliens and behaving 
yourself — or not — when the 
local law come sniffing at your 
tail. 

As the game, or should I say 
epic, begins you find yourself 
safely docked in an orbiting 
docking station above the 
planet Disco. Inspecting your 
ship you find it to be a Cobra 
Mk III trading/combat craft, 
equipped with a front-firing 
pulse laser and a twenty-tonne 
cargo hold. You check the mar¬ 


PICK OF THE MONTH 



y OU BET 
BOUR RSTEROIDS 


sive screen of Leesti’s space 
station. Your energy banks 
may be heavily drained but at 
least you’ve made it and maybe 
your cargo will fetch enough 
for that beam laser you’ve al¬ 
ways been promising yourself. 
If that last episode was any¬ 
thing to go by you were going to 
need it. 

So goes a typical session at 
the controls of Elite. The action 
scenes take place in real time 
-7 very real — line graphics, 
similar to those which made 
Aviator so popular, and believe 
me it’s hectic. Pirates are only 
one of many hazards facing you 
in this universe. If you think 
you can make a fast buck by 


Front 





And lose, most probably, but boy! is it ever 
engrossing. Acornsoft's Elite has everything, 
swears a goggle-eyed KIM ALDIS. 


ket prices and decide to fill your 
hold with low priced food. 
There’s no way of knowing for 
sure but there’s a pretty good 
chance of selling it for a profit 
on Leesti. With a quick glance 
to make sure everything is OK 
you launch the Cobra and set 
hyperdrive co-ordinates for 
Leesti, a small, light industrial 
settlement a few light years 
away. Within minutes the hyp¬ 
erdrive cuts in and before long 
your viewscreens show Leesti 
not far away. You open up to 
full power, life is hard enough 
scratching a living on the 
spaceways without losing half 
your cargo to pirates, and the 


planet looms closer. Just as 
you’re approaching the safety 
of local space a blip appears on 
the long range scanner, fol¬ 
lowed by another, then 
another until there are five. 
They close in fast and suddenly 
all hell breaks loose. You 
swerve to meet them, firing 
rapidly and manage to pick one 
off. Another soon goes down to 
a homing missile but the^ rest 
are too much. Your only 
chance is to run for it. You 
swing round to face Leesti and 
after what seems like hours of 
endless dodging and weaving, 
your control panel indicates 
that you are within the defen¬ 


running contraband, slaves or 
narcotics, then watch out for 
the local law. They take none 
too kindly to lippy traders 
trying to make fools of them 
and they show it. Once they’re 
on your tail you’ll never shut 
them off. On top of this there 
are the Thargoids, virtually in¬ 
destructible, invariably nasty. 

It really is unlikely that 
you’ve ever seen a game of this 
kind of scope, probably as close 
to a genuine simulation as 
there is ever likely to be. A few 
days ago if anyone had asked 
me if anything like this was 
possible he probably would 
have received a sharp clout to 
the base of the neck for asking 
inane questions, but now? Who 
knows, anything is possible. 
Whatever happens, this is a 
classic — in the genuine sense 
where classic means Forever. 


Reviewer Impressed By Unexpected 
Humility of Software Genius 


A FEW phone calls put Big 
K in touch with David 
Baden, co-author of Elite. 
David and his partner, Ian Bell, 
had spent the past year coding 
before the epic was ready and 
were now sitting back, basking 
in the warm glow of praise 
being showered on the game. 

David Baden, it turns out, is a 
social sciences student and Ian 
Bell studies maths, so Elite was 


written largely in spare time. 
‘It’s just a hobby really’, we 
were told. Some hobby. And 
what made him write it? ‘It 
started off as a combat game*. 

Neither of them have got any 
further than a ‘competent’ sta¬ 
tus, which still leaves ‘danger¬ 
ous’ and ‘deadly’ to go before 
they reach ‘Elite’, the ultimate 
accolade. If the creators can 
only get that far what chance 


do us ordinary mortals stand? 
‘There’s a rumour floating 
around that someone’s reached 
*deadly ’ but I’m not sure who’. 

Baden was very careful to 
point out that Elite has nothing 
to do with Aviator, in spite of 
the obvious visual similarities 
— which is understandable 
considering the amount of 
work they’ve put into it. Let’s 
hope the keep it up. 
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And you thought 
ft it was iust a movie! 

Coming soon to save the computer world 1 

^division 


©1984 COLUMBIA PICTURES 



Your computer was made for us. 






address begVfcPIease allow 7 to 14 days 

OversJSfSfliers 

Please add£1.00 per game ordered. 


South Bank House, Black Prince Rot 
Tel: (01) 587 0873 


wEsaI 

W PROGRAMMES? 

■Off' a marketable programme 

^pPit to us for evaluation. Excellent 
Payment Terms and Marketing plans. 
Send to Product Development Manager 
at the address below, 


• DEALER INQUIRIES 

(01)5870873 

• EXPORT INQUIRIES 

WELCOME 


j^ailable at Boots, W. H. Smiths, 
allows, Curry's and all good 


SCORE lOQOOQC 1X1 SHIELDS 3 HI 10Q00Q0 


wfii! in your name 
■fcvourcheque 
E^SaPd post to the 






















COMMODORE 

ATARI 

AMSTRAD 

MEMOTECH 

BBC (TO ORDER) 


THE ARCADE 


COMPETITION-PRO 


PRICE 


vat £16.95 


ARCADE 

PR0FE88I0NAL 



q\3 M-Ify 


inc VAT £28.95 


Pinfold Lane Industrial Estate, Bridlington, N. Humberside 

Tel: 0262-602541 

i Telex: 527381 EMAX G i 


WITH INTERFACES 
BBC ELECTRON 
SPECTRUM 
T199/4A COLECO 


ACCESS ACCEPTED 
MAILORDER: 

ADD £1.95 p&p 




ST\C 


CONTACT US OR NEAREST COMPUTER STORE 



COMING SOON.., 



Two great new games from 

CREATIVE SPARKS 
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Available from 

All good computer software stockists. 
Send me (tick as required) 

□ My local stockist’s address 

□ Your full list of games 

□ _copy/ies of this game 

TNEE 293 at £14.95 each £_ 

+ single P&Psum 

Total to send £ 


Method of payment 

By cheque or PO (no cash) made payable 

to TECS 

□ By Access or 

□ Barclaycard 


Creative Sparks, 

Department MO, 

296 Farnborough Road, 
Farnborough, Hampshire, GUM 7NF 
Telephone: (0252) 518364. 

Name 


Enter card no. 


Address 


Sign below 


Credit card sales: UK buyers only. 
Response within 21 days. 


BK1184 
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QUALITY CONTROi 
FROM CREATIVE4RARKS 
ON €64 

For those 
who demand 

excellence 


JAVA JIM 

Guidedp ypJi mBround the screen 
diff&nffm^Sftiiuare holes as he 
searches for ancient relics. 
YoJ W l ll have to avoid the lumps 
of sizzltm lava being continually 
show ffljtd down on Jim from the 
still a ffi W&WP lcano in this highly 
ginal fun game. 


CREATIVE SPARKS 

OR COMMODORE 64 


4 full graphics 


action screens, 
levels of play, 
score feature, 
loading cassette. 


COUNTDOWN 
TO MELTDOWN 

An amazing graphic 
action adventure game which 
puts you in charge of a team of 
androids trying to reach the core 
of a nuclear reactor before it 
explodes. 

This game has over 2000 rooms to 
be negotiated and every single 
one of them Is in 3D!! 
Probably the most exciting 
game yet developed for 
the C-64. 
Fast loading cassette. 


BIRD MOTHER 

This is a delightfully original 
game which uses nature as the 
setting for a highly compelling 
and challenging game. Guide 
the Bird Mother as she builds 
her nest and raises her young, 
finally protecting them from a 
predator hawk. 
Fast loading cassette. 
The stunning graphics and music 
in Bird Mother are not to be missed. 


WING COMMANDER 

This is a highly sophisticated 
flight combat simulator which 
puts you in the pilots seat. 
Highly advanced machine code 
programming has ensured you 
feel every stomach lurching dive 
and roll. 

With 17 separate controls to be 
monitored and several ground 
targets to be defended from the 
attacking enemy bombers. This 
game will stretch your skills to 
their limits. 
Fast loading cassette. 


FOR COMMODORE 1 64 


mm (KfiAiircairaK 


FOR COMMQi'OHi &.1 


Available from All good computer software stockists. 
Send me (tick as required) 


□ JAVA JIM TNCE163 (C64) £7.95 

□ COUNTDOWN TO MELTDOWN TNCE273 (C64) £7.95 

□ BIRD MOTHER TNCE263 (C64) £7.95 

□ WING COMMANDER TNCE203(C64) £7.95 

□ My local stockist's address 

□ Your full list of games 


Game/sat £7.95 each 
+ single P&P sum 
Total to send 



Method of payment 

By cheque or PO (no cash) made payable 

to TECS 

□ By Access 
or 

Enter card no. □ Barclaycard 


Creative Sparks, 

Department MO, 

296 Farnborough Road, 
Farnborough, Hampshire, GUM 7NE 
Telephone: (0252) 518364. 


Sign below: 


Address 


£ 


Credit card sales: UK buyers only. 
Response within 21 days. 


BK1184 























defini 

TWilbtar Compuferi"/ 

Offer £259 m ,, /r^r 

/TWillrta 

I Offer 

- iZi^ i 


)r the BBC 


nm 


«» SSfguuiT 
$1? •'w&tewf 


'3Sf^.r 




• - . , 


T 

l2*> f** 


KWOS*.^ 


... plus marketing, management and P.R. expertise! 

But above all comes something unheard of in our industry; 
our PRICE LIST. For the first time you can read in advance what it will 
cost to have your advertisements designed and produced, plus almost 100 
other items that you may use to achieve your advertising and marketing strategies. 
k For your own piece of magic that works, why not send us your personal card marked 
“CALL ME” and we will contact you. Alternatively send now for our current PRICE LIST. 

« i • • - 


advertising 

... Call us for your own piece of magic! 

EMS (Holdings) Ltd. 

10 Marshalsea Road, London SE11HL 
Telephone (01) 4031717 (4 lines). 



























Storm warrior is a 12 screen, all machine code, fast moving graphics adventure 
using 58K of RAM. It features 5 levels of plav, full playing demo mode and a 

fast loading system. 

Available on TAPE at £7.95 and DISK at £9.95 
COMMODORE 64 
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ECOME LONE 
WOLF... 


... sole survivor of a devastating attack on the 
monastery of Kai. 

A great cloud of black\l >\nged beasts 

has swept down and engulfed \the monastery. 
All the Kai Lords, whose seen ^^skillsyou were 
learning, have been killed. 



Raising your face to the sky, you 
swear revenge on the Darklordsof the 
West. But first, you must warn the King 
of the invasion, retrieve Sommerswerd 
and then use it to beat off the attackers. There 
are now two exciting LONE WOLF adventure games. 
Each one requires you to assume the mantle of Lone 
Wolf, make all his decisions for him, and actually 
fight his combats move by move. You really are 
Lone Wolf. 



The lessons of combat 

AND ENDURANCE 

When you were training with the Kai Lords, 
you acquired many secret ski lls and disciplines. Now, 
you may need to use them. You may need to improve 
some, and disregard others. 


"Combat Ski I Is” may be needed to defeat the 
enemies you encounter on your way to reaching the 
beleaguered King, and whilst saving your country. 
You will need “Endurance” to survive. Each decision 
you make can alter the course of your adventure. So 
choose wisely, for you will 
often be totally surprised by 
the effect your, 
choice may 
have on 
your survival. 



TkE SURVItAL DISCIPLINES 

Over the centuries, the Kai Lords had mastered 
the skills of the warrior. As you proceed through your 


adventure you may find thatyou are becoming more 
and more proficient. If you, too, have mastered these 
skills they may save your Iife! 



You can learn howto hide undetected amongst 
rocks and trees of the countryside. In a city, you can 
look and sound like a native which may help you to 
find shelter. 


Learn how to communicate with animals and 
move objects by sheer concentration alone. 

You can develop a "Sixth Sense” that warns you 
of imminent danger. It may also reveal the true nature 
of a stranger. 

“Tracking” may help you choose the right path 
and decipher prints or tracks ofereatures in the wild. 



















Thedisciplineof 
“Healing” can restore 
your "Endurance" after 
being wounded in 
combat. 

The “COMBAT- 
SKILLS 

When you entered 
the Kai monastery you 
were taught to fight with daggers, spears, 
warhammers, axes and swords. 

The evil Darklords, though, have the ability to 
attack using "Mindforce”. LoneWolfcan learn the 
discipline of “Mindshield” and also"Mindblast”, the 
old Kai Lord’s ability to fight using the forces of the 
mind alone. You, Lone Wolf, control the combat, you 
decide whether to fight or not, and you alone can 
manipulate the moves. 

The equipment to survive 

You set out with just an axe, a leather pouch of 
gold crowns and a map of Sommerlund which you 



The lone wolf adventures 

The creators of LON E WOLF are Joe Dever and 
Gary Chalk. In 1982, Joe won the Advanced 
“Dungeons and Dragons” Championship in America. 

Gary has had 17 years 
experience of war 
games, and is the 
originator of the highly 
successful "Cry Havoc” 
and "StarshipCaptain”. 



Togetherthey have created twounique adventures 
combiningthe skills^ 
of mental and 
physical dexterity. 

And there are more to come' 

The presentation is visually 
exciting, and involves you 
totally in every action and 
reaction. 



Discover the LONE WOLFadventures "Flight 
From the Dark” and "Fire on the Water". Now, available 
individually in a special gift box, including a cassette and 
illustrated book for £8.95. (Software only £6.95 each.) 



reven 

have d iscovered amongst the smoki ng ru i ns of the 
monastery. s o ^ 


jpu—j You are about 
(to begin the most 
1 incredible adventure 
- of your life 


£wkai £a 

. MONASTERY 


R.S' 


We challenge you to defeat the 

DARKLORDS IN THE LASTLANDS 

LONtidVOLF 

Available from leading software stores. 

Dealer enquiries to Nick Ford, Arrow Publications, 
17-21 Conway Street, London W1P 6JD. Tel: 01-387 2811 









BACK IN THE USA 




MIKE GOLD probes 
the new regime at 
Atari. 


YOU KNOW, if Atari ever 
goes out of business, we 
micro-watchers won't have 
much to talk about. 

The 7800 video game unit 
promoted more yawns than 
sales, Lucasfilms' transition 
from The Force to The Chip 
proved to be in vain, and 
Warner Communications 
got sick of running a half¬ 
billion dollar loss. They sold 
the home division — every¬ 
thing but the arcade games 
and the mystical (and thus 
far mythical) AtariTel units 

— to JackTramiel. 

TRAMIEL-STYLE 

The deal is surprisingly 
simple: Warners virtually 
gave Tramiel Atari for a fist¬ 
ful of 1.0.U.s and stock op¬ 
tions. If Atari turns the corner 

— and it's one hell of a cor¬ 
ner — Warners will make 
some real money. If not, 
well, it was dying anyway. 

Tramiel was the founder of 
and the power behind Com¬ 
modore. He's sti ll the found- 
er, but earlier tl^Kvear he 
was unceremoniously 
dumped amid a slew^ 
rumours. Commodore wa^ 

— and is — extremely si 
cessful; the problems were 
of a more personal nature. 
Ostensibly, Tramiel warned 
to install his sons in /po 
tions of authority at/C6m- 
modore. 

To say Atari's new owner 
runs a tight ship is to imply 
there's some sort of chain of 
command. Atari now is the 
Tramiel family ship: Jack is 
the company's chairman, his 
son Sam is president, his son 
Leonard runs software de¬ 
velopment, and his son Gary 


jTasUJae-trrrenvTable task of 
collecting unpaid debts. 
Family arguments now have 
a direct bearing on unem¬ 
ployment lines. 

If the Tramiel family can 
save Atari, it is with the same 
know-how and practices that 
made Commodore a com¬ 
pany to beat. The formula is 
simple: low overheads, fore¬ 
ign production, low prices. 
Move everything overseas 
where labor is cheap and un¬ 
ions don't exist, and then 
buy the raw materials cheap¬ 
er than anybody else. 

They had to build a new 
type of revolving door the 
day Jack Tramiel arrived at 
Atari. He and his sons came 
in, and nearly everybody 
else was fired. 

Then they moved fast. 
Atari clamped a tight lid on 
information — a stunt that 
worked well for IBM. They 
killed or tried to kill as much 
advertising as they could, in¬ 
cluding the potentially lucra¬ 
tive television campaign 
Warners had in place during 
the summer Olympic games. 
They weren't entirely suc¬ 
cessful, but they had already 
maqev the decision to con- 
tir/ue ihe popular and suc- 
Vlan Alda ads for the 
) this expensive and 
✓aluable ^irtime was put to 
good use 


Tramiel fired the first two 
shots in his war against his 
former company. He im¬ 
mediately killed all Atarisoft 
games for the Commodore 
64, and he hired a bunch of 
his bright-guys from Com¬ 
modore. It's clear to see who 
Tramiel sees as the enemy. 

JackTramiel has a formid- 
abletask: Making room in an 
already crowded market. It's 
tough to beat IBM at the 
high-end, and the middle- 
ground is owned by Apple. 
Radio Shack/Tandy has a 
solid foothold in both fields. 
Commodore had a lock on 
the under £500 end of the 
market, but the CBM64 is 
seen as ancient and the Plus/ 
4 as something only a bit 
more interesting than Atari's 
7800. 


NEW BROOM 

The 2600 is a dinosaur 
staring at oblivion, but no¬ 
body's sure when the animal 
will die out. There are be¬ 
tween ten and 15 million 
2600s still in people's 
homes, but exactly how 
many of them are still being 
used is unknown. So what 
did JackTramiel buy? 

He bought the Atari name 
— still the most recognised 



\dam still is 
During the 
bco is liter¬ 
ally tryincjxto \give the 
machines awaVxTpe unit re¬ 
tails for $750 (butre sold for 
much less), and Coleco now 
is throwing in $100 worths 
free software. 

During the fall months, 
Coleco is offering "certain 
individuals" what amounts 
to $500 scholarships. These 
certain individuals must be 
under 18 years old, they 


must buy the Adam this fall, 
and they canYturn 18 until 
fall of 1985. Tna\ leaves one 
hell of a lot or people. 

If these kids entW college, 
they will receive a cnequefor 
$125 at / he end pf each 
school year they complete, 
xupto a maximum of $500. 

lere appears no truth xpS 
the rumour that, if the ffee 
software and free tuition 
help/campaigns fail, Coleco 
will/ begin ^hfi>iJ$-wrappirT 
$100 notpsTn each Adam bo 


name in the home computer 
field. He bought a large but 
dying market for 2600 soft¬ 
ware, and he bought the 
mildly successful 800XL. 
Separately, Tramiel bought 
a ton of disc drives, which he 
will use on the 800XL or on 
some new marvel. 

THE CHALLENGE 

So what is going to hap¬ 
pen? A few highly-educated 
guesses: 

(1) The 5200 is dead. War¬ 
ners killed the hardware; 
Tramiel will kill the software. 

(2) The 7800 might very well 
be stillborn. If it ever sees the 
light of day, it will be 
dumped in the fashion War¬ 
ners dumped the Atari 1200 
(which never made it to the 
U.K.). 

(3) Atari will continue to sell 
800XLs and make Atarisoft 
and 2600 software, at least 
for the time being. Tramiel 
has to keep the Atari name 
alive. 

(4) Stock will be dumped at 
bargain basement prices in 
an effort to bring cash into 
the company. The 2600 unit 
is expected to sell for around 
£30 by Christmas. 

SUPPOSING .. . 

(5) Something new and fan¬ 
tastic will be in the stores 
shortly after the first of the 
year. Lots of memory and 
bells and whistles — some¬ 
thing thatwill leave the Com¬ 
modore 64 in the dust. 

And what is Commodore 
doing? They just purchased 
Amiga Corporation, a small 
outfit that is producing a 32- 
bit micro described by the 
Wall Street Journal as 
"Macintosh-like" but for 
one-third the cost. 

Jack Tramiel wanted Ami¬ 
go. 

Atari-watching is more fun 
than ever. 































One person alone could go with 
Pitfall Harry into the Lost Caverns, 

You! _ ‘ 


lc (a»fr es 

' 


m fftr? 


Running on 

Commodore 64, Sinclair Spectrum & 
MSX System at your usual software store. 


Oh Harry. This time he's gone too far. 

Somewhere, buried deep in the lost caverns 
of Machu Pichu, Peru, lies the stolen and, of course, 
priceless Raj Diamond, along with a hoard of 
missing gold bars. 

Harry's little niece Rhonda and Quickdaw, her 
cowardly cat, are supposed to be with him, but they 
strayed away and are lost in the bowels of the caves. 

A wealthy university has asked him, while he's 
cleaning this mess up, to capture an elusive stone- 
age cave rat. 

What fun. 

He just has to avoid the occasional poisonous 

frog. 

Oh yes. And the wickedly clawed condors. 


The electric eels. And a very nasty line in thirsty 
vampire bats. 

So you can see Harry could do with some help. 

All you'll have to help you are your wits and 
some gas-filled balloons to bridge the wider chasms. 
And you'll be in for the game of your life. 

One thing puts Activision Software out on its 
own. The way you go on running it month after 
month. And Pitfall II is no exception. 


Lose yourself in the world of 



Activision Software is available at selected branches of: W.H. SMITH, BOOTS, RUMBELOWS, SPECTRUM and all good computer shops. 













monitor. 


Gives really superb reproduction and clarity. 


a vast range 

There’s something for everyone and for all interests.. V^thoua 


thought-provoking, amusing, entertain 1 ^ 


edi: 


pre-school and be^ at 


a 64 m 


Plus excellent sprite graphics naz 


the only thing the Commodore 64 doesn't ha* a 










































)tckrmj_paddles, 

lecontf 9 ames directly into your hands...they M .also improve both speed and accuracy. 





(business. 

To cover the essential office and business needs... 




haV* any serious competition. 


THE COMMODORE 64 COSTS JUST £229 (OR LESS). 

FOR FURTHER INFORMATION PLEASE TICK ONE, OR MORE, OF THE BOXES 
AND SEND TO: COMMODORE INFORMATION CENTRE, 1 HUNTERS ROAD, 
WELDON, CORBY, NORTHAMPTON NN17 1QX. TEL: CORBY (0536) 205252. 


COMMODORE 64 □ MONITOR □ CASSETTE UNIT □ 

PRINTERS, PRINTER PLOTTER □ DISK DRIVED SOFTWARE □ 

NAME 


ADDRESS 


___ 64 BIG 1184 

||| Qs. commodore 







































O REM WRITTEN FOR BI6-K BY NIGEL SHARP 
1 TEXT:GRAB:HIMEM £3400 


2 DATA 1,2,1,1,1,1,1,6,1,1,1,1,3,1,1,1 
,1,5,6 


3 RESTORE: FOR A=1 TO 10: READ N07. < A) , LEV. < 
A):NE X T 

90 POKE 618,10 

95 TI7.=2000 

96 LI7.=3 

97 GOSUB 2000 

99 RESTORE:FOR A=1 TO 20:READD:NEXT 

100 A=46856:REPEAT:READS:POKEA,B:A=A+1:U 
NTILB=99 

101 : 

102 : 

103 REM ************ U.D.G'S ****** 

104 : 

105 : 

110 DATA 0,0,0,0,0,63,59,4,0,0,15,20,36, 
63,63,0,O,0,48,40,36,63,61, 


140 DATA 0,62,62,62,62,62,54,8,0,31,31,3 
1,31,31,27,4,0,61,61,61,61, 


I 150 DATA 0,56,8,8,47,63,27,36,2,17,15,3, 
3,7,43,25,16,34,60,48,48,56 


160 DATAO,0,0,4,2,33,16,0,0,0,8,8,4,0,2, 
58,0,17,17,16,0,14,10,14,34 

,4,0,2,58,18 

170 DATA16,18,14,8,46,2,14,0,17,34,42,58 
,35,32,4,8,8,0,1O,10,40,0,1 

6,16,16,0 

180 DA I A 16,4,34,33,16,0,0,0,99 

181 : 

182 : 

183 REM ****** TRAFFIC STRINGS ***** 

184 ; 


200 FOR A=1 TH 8:READ VE*(A):NEXT 

210 DATA"abc " , "*ibc. " , qhi i i j , ghi i i i i j , "de f 
11 , "def ",kiiilm,kiiiii )m 

220 FOR A=1 TO 10:SPf<A)="":FOR B=1 TO A 
:SP*(A)-SPt(A)f" ":NEX I B, 


230 FOR A“1 TO 7: CO*<A>=CHR*(A):NEXT 
240 FOR A=1 TO 2:REPEAT 

250 fR*(A)«TR*<A> +C0* <RND(1)*7+1)+VE* <RN 
D <1)*4+1)+SP*(RND(1)*4+1) 

260 UNTIL LEN< TR*(A))>50 

270 NEXTA:FOR A=3 TO 4:REPEAT 

280 TR*<A)»TR*(A)+C0*(RND(1)*7+1)+VE* <RN 
D <1)*4+5)+SP*(RND(1> *4 +1) 

290 UNTIL LEN<TR*(A))>50 

300 NE X T: X7.=20: Y7.=25 

301 : 

302 : 

303 REM ********** SCREEN ********** 

304 : 


31 = 

316 

320 

A) , 

(TR 

321 


32= 
XV., 

33C 

331 

332 

333 

334 

335 

340 
: GO 


360 

X7.< 

370 

375 

EN5. 

380 

390 

i, y: 

400 

410 

,0 

420 
100 

430 

440 

450 

460 

470 

500 

510 



305 : 

310 POKE £26B,10:CLS:INK 7:POKE 48040,8 


520 ; 
* (R7 


i 

-V 7 


120 DATA 0,0,3,5,9,31,23,8 
3,63 


190 


FOR A— 1 TO 4: READ Y7. (A) : NEXT: DATA 9, 































f 315 PLOT 1,0,"TINE:"sPLOT 0,1,CHRt(2)+"n 
■ o no no" 

f 316 PLOT 0,2,CHRt(2) + "no no no" 

I 320 FOR A—1 TO 4 s PLOT 1 , Y7. < A) ,LEFT*< TRt < 
A) ,38) : PLOT 1 , Y7. (A) + 1 ,LEFTS 

(TRt(A),38) 

[ 321 At-" 

[ 322 PLOT 1,25,At!PLOT 1,26,At 

325 IF ZZ7. THEN PLOT 0X7.,0Y7.," " s PLOT 0 

• X7.,0Y7.U," ZZ7.=0 

330 NEXTsDOKE £276, TI7.; At=KEYt 

| 331': 

| 332 : 

l 333 REM ******** MAIN LOOP ******** 

| 334 s 

I 335 : 

[ 340 REPEAT : KEt-KEYt: IF KES=" " THEN KE7.=0 

, :GOTO 390 

| 350 0X7.=X7.: 0Y7.=Y7.: KE7.=ASC (KEt) 

[ 360 X7.= X7.+ (KE7.=8 AND X7.>1) *2 -<KE7.=9 AND 

[ X7.< 37) *2 

I 370 Y7.=Y7.+ < KEY.-11) *4.(KE7.= 10 ANDY7.< 25) *4 

[ 375 IFSCRN < X7., Y7.) >32GRSCRN (X7.+1 , Y7.) >32TH 

I EN560 

I 380 PLOT 0X7., 0Y7.," "sPLOT 0X7., 0Y7.+ 1 , " 

I 390 PLOT X7. 1 , Y7.+ .1 , CHRt (2) + " no " : PLOT X7.-- 

I 1, Y7., CHRt < 2) +■" n o " 

I 400 IF Y7.=5 THEN 1000 

| 410 IF KE7.C12 AND KE7.>7 THEN SOUND 1,100 

t ,0 


A GOTO 540 

530 LE7.*LEN ( I Rt (R7.) ).2: TRt (R7.) -RIGI-ITS (T R 

t < R7.) , 2) +L..EF Ft (TRt (R7.) , LE7.) 

540 PLOT 1 , Y7. < R7.) , LEFTS < TRt (R7.) , 38) : PL OT 
1 , Y7. (R7.) t 1 , LEFTS (TRt < R7.) , 3 

8) 

550 IF DEEK (£276) < T I 7. THEN PLOT 6,0,STR 
t ( I NT (DEEK (£276) / 100) ) -f " *' 

555 PLOT 0,0,4s PLOT 6,0,4 

560 G17.=SCRN ( X 7., V 7.) ; S27.-SCRN ( X 7.1 , y 7 .) 

570 UNTIL (S17.< >1 1OANDS17.< >32) OR (S27.< >32A 
NDS27.C > 111 ) ORDEEK (£276) >T 17. 

575 ; 

580 : 

585 REM *********** SPLAT! ********* 

590 : 

595 : 

600 X7.==X7. - 3: At*CHRt<8> I CHRt (1) 

6.1.0 PLOT 0X7., 0Y7.," "sPLOT 0X7., 0Y7.+.1 , " 

620 PLOT X7., Y7., At+"pqrs"+CHRS < 10) : PLOT X 
7., Y7.+1 , At+ " tuvw" i-CHRt (10) 

630 PLAY O, 1,0,1.000s FOR A=31 TO 0 STEP 
1 

640 SOUND 4,A,Os NEXT 

650 L17.=L 17..Is IF LI7.=0 THEN WAIT 200 s RUN 

670 PLOT 4*L 17.+1,1," " s PLOT L17.*4+1,2, " 

" : X7.=20s Y7.=25s 177.= 1 s GOTO 

320 

680 : 

690 : 


1050 PLOT 10,0 , " SCORE: " > STRt (SC7.) : PLOT 1 
6,0,4 

1060 T I7.=TI7. 100 

1070 OXX7.s 0Y7.--Y7.S X7.-20: Y7.=25 

1080 ZZ7.=i : GOTO 320 

1090 : 

1091 : 

1092 REM *********** TUNE ************ 

1093 s 

1094 : 

2000 RESTORE:FOR A«1 TO 217s READ Dt:NEXT 
A 

2005 FOR A=1 TO 37 

2010 READ N17.,N27.,0C7. 

2020 IF N17. THEN MUSIC 1,4,N17.,0 
2025 MUSIC 2,0C7.,N27.,0 

2030 IF N17. THEN PLAY 3,0,1,1000 ELSE PL 
AY 2,0,1,1000 

2040 WATT 10s NEXT:RETURN 

2050 DATA 5,i;1,1,5,1,1,8,1,1,5,1,5,1,1, 

1.5.1.1.8.1.1.5.1 

2060 DATA 6,1,1,6,5,1,5,12,0,5,3,1,3,10, 
0,0,1 , 1 , 0 , 5 , 1 , 0 , 1 , 1 ,. 6 , 1 , 1 , 6 

,5,1 

2070 DATA 5,12,0,5,3,1,3,10,0,0,1,1,0,5, 
1,0,1,1,8,10,0,8,1,1,6,5,1, 

6.1.1 

2080 DATA 5,10,0,5,1,1,3,12,0,3,3,1,1,1, 
1,0,5,1 ,0,8,1 ,0,5 , 1 , O', 1 , 1 


420 IF KE7.C 12 AND KE7.>7 THEN PLAY 1,0,1, 
100 


700 REM ********* OTHER SIDE ****** 



[\Lb>ili w ^uA 


WMF* 


430 : 

440 : 

450 REM ******** MOVE TRAFFIC ****** 

460 : 

g 470 : 

:■ 500 R%«INT (RND (1 ) *4) U 

\ 510 1F\R7. >2 THEN 530 

520 l. f. 7.-1 FN (TRt <R7.) ) -2: TRt <R7. > »RIGH T t (TR 
S(R7H U EFTS (TRt (R7.) ,2) 


710 a 
720 s 

1000 PLAY 1,0,1,5000 

1005 SC7.=SC7. i DEEK (£276) / 100 

10.10 FORA= 1 TO 10: MUSIC1,3, N07. (A) , 0: PLAY 1 , 
0,1, LE7. < A) *500: WAI TL.E7. (A) *7 


This toad's really in a 
hole. You could say he's 
in a jam — a traffic jam. 
Careful as you go as you 
help this middle of the 
road toad hop, skip and 
jump his way safely to the 
other side. 

by Nigel Sharp 


TURNPIKE TOAD for Oric 


























Hill MA MacGibbon 



Qame& to Atnetcft the mind - 

SOFTWARE THAT SETS NEW STANDARDS IN ENTERTAINMENT 


This is just half of our exciting range 
of games to be found on most leading 
retailers' shelves, and in our superb 
FREE 16 page colour catalogue for 
home micro users. 


For your personal copy see your local 
retailer or send a S.A.E. to: 


MacGibbon 


_Qam«d with a littte bit mone—— 


site 

for the sun god 


Hill MacGibbon Ltd, 92 Fleet Street, London EC4 


SSm 

















































































Storm Warrior. 

He needs no allies, his strength and agility will prove him worthy of the 
name - Storm warrior'. 


Storm Warrior is a 12 screen, all machine code, fast moving graphics 
adventure using 58K of RAM. it features 5 levels of play, full playing 
demo mode on the first four screens, game freeze facility and a fast 
loading system. 


Commodore 64 Tape £7.95 Disk £9.95 (including VAT.) 

The White Viper. 

A great graphics adventure in the land of Demons. Coming soon. 
Commodore 64 Tape £7.95 Disk £9.95 (including vat.) 

Dead City Rescue. 

The mind blowing, fast loading, 100 screen graphics adventure 
featuring 5 different speeds of scrolling to give an incredible depth of 
perspective. Mentally stimulating, strategy packed, visually stunning! 
Commodore 64 Tape £7.95 Disk £9.95 (including vat.) 















Snoxvm 


LtSAoJ 

Aisles 


A CAM E OF STRATECYTHAT Wl LLTESf 
YOUR MINDTOTHE LIMIT! 


COMMODORE 64 
liirbo load £795 each 


The Evil Castle Lord has 
trapped the members of the 
brotherhood in his castle. 
Only you,the Grand Master, 
can rescue them, but to do 
this you must vault the 
castle walls and unlocktheir 
cells... 


All titles available from Quicksilva Mail Order, PO Box6,Wimborne Dorset BA217PY.Tel (0202) 891744 

























ON THE THAI 


THE BOUNTY H 

IT'S A DOG’S LIFE 


In the future of this 
galaxy few jobs are consi¬ 
dered more dirty or de¬ 
spicable than bounty 
hunting. The dregs of cri¬ 
minal society, however, 
have to be caught and the 
task has fallen to the 
Strontium Dogs, mutant 
outcasts from 'normal' 
society. Johnny Alpha is 
the best there is. STEVE 
MacMAIMUS examines 
the background of this re¬ 
markable man. 

Time was when a criminal could 
commit various acts of evil and 
hide forever in an expanding 
galaxy. That was before the 
coming of the Strontium Dogs 
— bounty hunters of the 22nd 
Century. 

Strontium Dogs have to be 
good because, in their job, only 
the best survive. Every fugitive 
from justice fears their shadow, 
none more so than the one cast 
by the man they call Johnny 
Alpha. To most he is a cold- 
hearted killer, a freak with a 
reputation of always bringing 
back his bounty, dead or alive. In 
truth he is just a man doing his 
job, one forced on him by cruel 
fate and the mutating effects of 
Strontium 90. 

The Johnny Alpha story be¬ 
gins in 2150 A.D., just after the 
Great War on Earth. Strontium 
90, a radioactive isotope pre¬ 
sent in nuclear fallout had 
'warped' or mutated large sec¬ 
tions of the populace. Inwardly 
they were the same as other 
people but their physical muta¬ 
tions attracted widespread 
loathing and disgust. They 
quickly became targets for 
hatred and prejudice. 

One Nelson Bunker Kreelman 
fuelled the gathering anti¬ 
mutant feeling by passing a 
series of laws designed to de¬ 
grade and harass the fallout vic¬ 
tims. But Strontium 90 knew no 
politics and Kreelman's bigotry 
secretly rebounded on him when 
he discovered that his own son 
was a mutant. 

The boy's name was Johnny. 
In appearance he looked com¬ 
pletely normal — except for his 
eyes. They could emit Alpha 
Rays enabling him to see 


IN THE BEGINNING there was 
2000 AD, and its creation, 
anti-hero called Johnny Alpha . And wise men\ 
far away studied the character and said toj 
themselves: 


cult comic 


mean 'n mood 


Herewith the raw material for an 


acey-doocey computer game! 


through solid objects and, it 
was said, lay bare a man's soul. 

When Johnny's mutation was 
discovered his father had him 
imprisoned, but at the age of 
twelve Johnny escaped and 
joined the newly created 
Mutant Army, established to 
fight for mutants' rights across 
Britain. 

By now, Kreelman had ban¬ 
ned mutants from all forms of 
employment and any areas in¬ 
habited by the normals. In re¬ 
taliation, the Mutant Army 
stormed the British Parliament. 
Although they achieved initial 
success Kreelman's forces soon 
overcame them and Johnny, 
along with his fellow mutant 
leaders, was sentenced to 
death. 

However, escape soon fol¬ 
lowed and Kreelman was forced 
to resign under threat of disclo¬ 
sure that one of the mutant 
generals was his own son. 

A swift settlement of the war 
followed and, in return for 
amnesty, the generals agreed to 
leave Earth for good. Many of 
their loyal troops chose to fol¬ 
low them into exile; some to 
settle on other planets, others 
to lose themselves in the end¬ 
lessness of space. 

A few of the toughest joined a 
new agency set up by the Galac¬ 
tic Crime Commission. The job 
was one the norms would not 
touch — working as Search/ 
Destroy agents hunting the 
scum of the galaxy. Soon people 
had a new name for the mutant 
agents — Strontium Dogs. To 
have one on your trail means 
certain capture, even death if he 
is holding a termination war¬ 
rant. 

Johnny Alpha was one of the 
first to join the agency but pre¬ 
fers to spend most of his time in 
the field, trusting only his awe¬ 
some array of weapons, his 
norm partner Wulf and their 
travelling companion, the 
highly-strung Gronk. 

Johnny Alpha and his com¬ 
panions have undertaken many 
weird assignments, like a jour¬ 
ney into Hell itself. But, for a 
man whose life has been spent 
fighting the twin evils of hatred 
and ignorance, a duel with Old 
Nick was probably . . . just 
routine. 
























ON THE TRAIL 01 
THE BOONTY HUNTER 



M S R KELEEEE i CUICKSIEVft tTR 
HBRE EVLES EKTCfiS BV S R E 




The story of Strontium Dog — 
the computer game — begins in 
that remote corner of the galaxy 
known to all as Southampton. 
To be truly accurate it begins in a 
remote corner of Southampton 
known to some as the offices of 
Quicksilva, the self-styled Game 
Lords. Here, in a remote corner 
of the offices. Creative Design 
Executive Mark Eyles (and a few 
others, who wish to remain 
nameless) sat reading their 
weekly intake of thrill-power, 
2000 AD. 

For sometime Mark had cons¬ 
idered the many fantastic char¬ 
acters that appear in 2000 AD as 
prime material to base a compu¬ 
ter game round, it was just a 
matter of choosing the best. 
First choice was Judge Dredd, 
the comic's top character and 
favourite with the readers (or 
Earthlets) almost since the very 
first issue. Unfortunately, 
powerful money moguls in a 
land far away, which we'll call 
America, had already got most 
of the Judge Dredd merchandis¬ 
ing tied up. Second choice was 
Strontium Dog , coincidentally 
the second most popular char¬ 
acter with readers and one of the 
longest surviving 2000 AD 
series. 

With the decision to go with 
Strontium Dog agreed on by all 
at Quicksilva, Mark then con¬ 
tacted the editorial staff of 2000 
AD with some rough ideas to 
gauge their reaction. This 
proved positive and, with the 
official go-ahead given by 2000 
AD's publishers, IPC Magazines, 
Mark began work on a basic con¬ 
cept for the game. "We wanted 
something that would suit the 
character and be fun to play," he 
told BIG K's roving reporter. 
Eventually a working concept 
for Strontium Dog and the Death 
Gauntlet was ready. 

THE GAME 

Strontium Dog Johnny Alpha is 


heading for a planet full of re¬ 
negades. On the way his ship is 
attacked by the Stix Brothers; 
Strontium Dogsthemselves, but 
devoid of morals or scruples. 
Alpha's ship is shot down but he 
escapes in an escape pod and 
crash lands on the planet's sur¬ 
face. His partner Wulf and their 
companion the Gronk are wait¬ 
ing for him in the city on the 
other side of the planet which 
means Johnny must cross the 
hostile landscape, running the 
gauntlet of the hoards of hostile 
renegades all out to get him be¬ 
cause he is a Search/Destroy 
agent ... a Strontium Dog. The 
game covers this deadly journey 
through areas of desert, moun¬ 
tains and eventually the city. 

ENTER THE MAESTRO 

Steve Kellett is 17 years old, a 
university undergraduate, and 
knows all there is to know about 
programming Commodore mic¬ 
ros. He would be a candidate for 
the archetypal 'whiz-kid' tag if 
notfor a few points: He is incred¬ 
ibly self-confident, hyper-critical 
of fellow programmers' efforts 
and well into heavy metal music. 

In fact, Steve could be looked 
on asthe product of a whole new 
'generation' of young program¬ 
mers — those who have come 
into the field heavily influenced 
by the 'pioneers' of the genre. 
Steve's hero is Jeff Minter, who 
he credits for his ability to pro¬ 
duce top quality sound into his 
games. 

"If it hadn't been for Jeff I 
wouldn't have been able to 
program good sound," Steve 
told BIG K. "I asked him at a 
computer show how to do good 
sound and he told me to use 
variables and showed me the 
techniques he'd used on Grid 
Runner. I went home and 
churned out about ten new 
sound effects of my own. These 
were the ones I took to the Com¬ 
modore User Show earlier this 


year to show Paul Cooper of 
Quicksilva, who was very im¬ 
pressed and told me to keep in 
touch." 

Those sound effects plus 
some sample work Steve had 
done for Ocean and another 
game completed in just two 
weeks was sufficient proof to 
Quicksilva he could handle 
games programming for them 
and, ultimately, got him the 
Strontium Dog assignment. 

DIGITISING THE DOG 

Work actually started on Stron¬ 
tium Dog and the Death Gaunt¬ 
let at the beginning of August. 
Steve needed about a week to 
really get into the idea of the 
game. About a day was spent 
thinking about the scrolling 
routine. "I started on the scroll¬ 
ing about 3.00 pm one Friday, 
phoned Mark at 5.00 pm to say I 
couldn't do it, then had it work¬ 
ing by 7.00 pm! If I can't do 
something I write it down." To 
prove his point reams of paper 
were produced covered in fi¬ 
gures. 

Animation of the Strontium 
Dog figure was especially com¬ 
plex. Twelve animation steps 
were used for walking, another 
twelve for running, seven for 
when he falls down, five when 
he gets up and a further eight 
while he's on the ground strug- 


"There's 50K of game, 42K in 
reality. That may seem ineffi¬ 
cient to some people but I use a 
lot of memory on graphics, title 
pages, etc." 

By the end of August the game 
was up and running and just 
needed the finishing touches 
added, including the sound — 
Steve's speciality. 

Next to sound, playability 
comes high on Steve Kellett's 
priority list. "I regard myself as a 
very good games player. I get 
good very quickly on games I 
really like. Minter's Sheep in 
Space , for example. I played that 
for two weeks and could get 
over a million. Any of Jeff's 
games I find easy. However, 
Quicksilva's Boogaboo (The 
Flea) I cannot beat, but it's good. 

I like 'cute' games." 

A.D.—AFTER THE DOG 

His work on the Strontium Dog 
over Steve returns to college 
where he'll continue to ". . . slap 
ideas down on paper" until he 
gets home at Christmas and 
back to his computer (he doesn't 
have access to one at college). 

Steve has definite plans to 
stay with a career in program¬ 
ming when he graduates and 
has lots of ideas of his own. "But 
nobody wants zap 'em up 
games," he complains. "I love 
them and think there's still lots 



Steve pointed. 


to be done 


RICHARD BURTON 


gling. "A total 
for Alpha," 



















































STRONTIUM DOG— THE KILLING 


Meanwhile, in the place cal¬ 
led Preston, strange but 
similar ideas were floating 
through the mind of John 
Williams, managing director 
of Channel 8 Software. 

Like Mark Eyles, John is an 
avid fan of 2000 AD. He too 
could see the potential in 
some of the characters for 
computer games. But it 
wasn't until an idea for a new 
space game came his way 
that things began to move. 
"The game was good," John 
told BIG K, "but it lacked a 
theme and a direction." He 
didn't have to go far to find 
both. Strontium Dog was 
considered to be ideal but 
John also took it a stage 
further. Instead of basing an 
original game round the 
character of Strontium Dog , 
like Quicksilva, John decided 
to use the theme and ele¬ 
ments of an actual episode 
of Strontium Dog that had 
appeared in 2000 AD. 

The unenviable job of 
transferring an existing story 
onto the computer screen 
was given to Paul Har- 


mmmmmmmmmmmmmmmuam 

greaves, who lives in Ley- 
land, near Preston. At 15, 
Paul is already a program¬ 
mer of some experience with 
his first game, Borzak, 
already out from Channel 8 
Software. 

Work began on the game 
in April and continued 
through till August. Paul 
worked on evenings during 
term time (after homework, 
of course!) and weekends. 
During school holidays he 
was able to work in Channel 
8's offices. 

THE GAME 

On a planet in the very centre 
of the Milky Way the cruel 
Despots of Zed perpetuate 
an age-old ritual known 
simply as The Killing. Each 
year participants from all 
over the galaxy gather to 
take part. The objects is sim¬ 
ple: to kill every other partici¬ 
pant. The sole survivor is in 
line for vast riches. The ritual 
takes place in a city which is 
cleared to become a vast kill- 


ina around. 
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Participants 


articipants in The Killing 


are nearly all murderers and 
criminals with bounties on 
their heads — which natural¬ 
ly attracts bounty hunter 
Johnny Alpha. His reason for 
taking part is to catch — dead 
or alive — as many of the 
criminals as possible and 
collect the bounty on each. 
His weapons: his trusty blas¬ 
ter and electro-flares. 

Paul's visualisation is 
accurate and superbly de¬ 
tailed. It incorporates many 
scenes from the actual 2000 
AD story plus some very 
flashy screen routines. 

By late August the game 
was finished and both John 
and Paul travelled down to 
London to show the game to 
IPC Magazines, the copyr¬ 
ight owners and — it should 
be said — also the publishers 
of a certain computer maga¬ 
zine that you are reading at 
this moment! 

BIG K's expertise (ahem) 
was called in for evaluating 
the quality of the game and 
the magazine's computer 
room was quickly pressed 
into service for a 'screening' 


of Channel 8's production. It 
was soon evident, from the 
graphics alone, that the com¬ 
pany was onto a winner. 
Some of Tharg's droids were 
summoned from the nearby 
Command Module to add 
their enthusiastic approval 
of the game. BIG K was able 
to assure IPC Magazines that 
their character was in good 
hands. 

But how to market the new 
game? Quicksilva had just 
pipped Channel 8 to the post 
in acquiring the licence to 
Strontium Dog and already 
had their own game well into 
development. At BIG K'S 
urging, John quickly got in 
touch with Quicksilva to see 
if some compromise could 
be reached. 

About a week later the two 
companies met. It was clear 
to both sides that they each 
had a good product and that 
they should co-operate. 
Quicksilva agreed to take on 
the marketing of both 
games, with full credit being 
given to Channel 8 and Paul 
Hargreaves on Strontium 


Johnny Alpha blasts his way through a 
deadly lazer schoot-up. Actual screen 
scenes from THE KILLING. 






























































Dog and the Killing. Channel 
8, in return, would provide 
technical and information 
back-up on its game. The 
deal worked out well. It 
meant that the top two mic¬ 
ros would be covered by 
Strontium Dog games: Com¬ 
modore 64 (The Death 
Gauntlet) and Spectrum 48K 
(The Killing). 

THE QUIET ACHIEVER 

Paul Hargreaves is quiet, un¬ 
assuming and very talented. 
Like Steve Kellett he is one of 
the 'new breed' of program¬ 
mers; self-confident, self- 
taught and free from the con¬ 
straining influences of the 
arcade video games. An in¬ 
fluence that produced so 
many derivative games in 
the 'early days' of computer 
gaming. Like Steve is to the 
Commodore 64, Paul is a 
loyal Spectrum man. 

He began programming 
about two years ago on a 
ZX81 which he bought. . 
"only to learn on," and dis¬ 
carded after a month when 
he got his first Spectrum. 
"I'd always intended to get a 
Spectrum right from the 
start," he told BIG K. 

He has no one he particu¬ 
larly admires for their prog¬ 
ramming but has a favourite 
software company in Ulti¬ 
mate. "I particularly like 
Sabre Wolf at the moment," 
he said. 

Paul considers graphics to 
be the most important part 
of any gameand developsall 


his own routines — some 


very impressive ones are on 
display in The Killing. 

With some years of educa¬ 
tion still ahead of him Paul 
isn'tthinking too much atthe 
moment about continuing a 
career in games program¬ 
ming. At the moment he's 
working on developing his 
machine code techniques 
(The Killing was written in 
BASIC and then compiled) 
for his next game. 

Strontium Dog and The 
Killing is a start that prom¬ 
ises great things from Paul. 
Current 'superstars' would 
do well to keep one eye on 
him at all times! 


t&..C/M. .Wll MY NAME'S BURT. I USED 
TO WORK FOR TUB MIGHTY ONE-. C/M. 
THARG..THE EDITOR OF. .£R. .THE GALAXY'S 
GREATEST COMIC. I WAS HIS.. ER.. LOYAL 
RIGHT HAND DROID UNTIL 1 HAD THIS.. 
C/M. . PROBLEM. NOW THG NICB.. £& . . 
PBOPLB AT BIG K ARB HBLPING 
LOOKING AFTBR MS AND THBY WANT 
AA6 TO TBLL YOU ABOUT.. UM. ■ 2000 AD. 
WHBRB STRONTIUM DOG COMBS 
FROM.BXCUSB MB WHIL& 1. • €R.. 
SWITCH INTO NARRATIVE.. . 

MODE. • .-CC/C/C 


URT TELLS !1 

intents 


IN THE mid-70's Earth was 
a pretty dull place. Unbek¬ 
nownst to the comic-buy¬ 
ing public of that time a 
deadly parasite was at work. 

Then, early in 1977, a 
spacecraft from the star 
system of Betelgeuse land¬ 
ed on London's South 
Bank. It contained an awe¬ 
some being — the Mighty 
Tharg. Tharg had but one 
mission: to bring Thrill- 
power to Earth comics. 

This he accomplished in 
one bold stroke by produc¬ 
ing 2000 AD; a comic so 
new, so innovative that it 
shattered all previous con¬ 
ceptions of what comics 
should be like. It contained 
characters, sights, experi¬ 
ences and situations that 
human minds could barely 
cope with. It was Thrill- 
power personified! 

Young natives of Earth, or 
'Earthlets'asTharg dubbed 
them, flocked to the new 
publication, revelling in ev¬ 
ery picture and every word. 
An army of droids and 
robots had been created by 
Tharg specifically to pro¬ 
duce all the strips in 2000 
AD. One character, Judge 
Dredd f grim lawman of the 
22nd Century, was an in¬ 


stant mega-hit. Many 
others followed: M.A.C.H. 
One , The Harlem Heroes , 
Old One Eye , the hag dino¬ 
saur, the list went on. 

As the years passed 2000 
AD grew in stature. Young 
Earthlets continued to dis¬ 
cover it while early readers 
stayed loyal to the Mighty 
Tharg as they grew older. 
For the first time ever a 
comic appealed to young 
and old alike. 

Tharg became a figure of 
great authority and power. 
Betelgeusian phrases 
worked their way into the 
English language: Borag 
Thungg — Galactic greet¬ 
ings; Zarjaz — Fantastic; 
Scrotnig —Thrill-powered; 
Splundig vur Thrigg — 
Farewell. 

In 1978 a spin-off comic 
was produced called Star 
Lord. It didn't last very long 
but from it came two series 
that rapidly became 2000 
AD hits; Ro-Bustersan6 . . . 
Strontium Dog. 

The adventures of the 
mutant bounty hunter soon 
came second only to Judge 
Dredd in popularity. Much 
of this can be put down to 
the Mighty Tharg's efforts 
in keeping the same 






talented creative team on 
the series from then to 
now: script robots John 
Wagner and Alan Grant 
and art robot Carlos Ez- 
querra (who drew this 
issue's cover and the pack 
art for both games). 

Times continued to 
move on bringing more 
classic series to 2000 AD: 
Robo-Hunter, Ace Trucking 
Co. f Meltdown Man , A.B.C. 
Warriors, Nemesis , Rogue 
Trooper, D.R. & Quinch. 

In 1984 2000 AD has pas¬ 
sed its 400th issue, its 
popularity greater than 
ever. Earthlets from eight 
to eighty read and enjoy it 
every week. There are 2000 
AD societies on college 
campuses all over the 
country. Rock groups The 
Human League and Mad¬ 
ness are acknowledged 
fans. Tharg's creations 
have spawned books, 
badges, T-shirts and 
games (computer and non¬ 
computer variety). 

Oh, yes, and that deadly 
parasite that was at work in 
1977 can still be found. It's 
called a Thrill-Sucker and 
I . . er. . um . . had some¬ 
thing to do with . . er. . it. 
But that's another story. 
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Johnny Alpha fronts the action on these 
cover reproductions of 2000 AD. 











































































Tandy Cuts The Cost of Business Efficiency! 


2-Drive £ 
Model 4 Portable 


New Low Price 

999 


Previous Price £1303.48 


New Low Price 


Model 4 £ 
2-Drive 


999 


Previous Price £1129.00 
New Low Price 

Model4 £Q ^ E 

1-Drive J V 


Previous Price £999.00 


dly 
c in 
It's 
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ne- 
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...Model 4 Desktop or Portable, 
Tops on Price and Performance! 


Tandy Model 4 and Model 4P Microcomputers are designed for the 
professionals, educators, home computer users and busy managers. Their 
software flexiblity means that almost any task at hand can be performed:- 
word processing, accounting, forecasting, programming, graphic 
presentations and much more. Both models run all Model III TRSDOS 
programs and are compatible with LDOS™ and now also the CP/M Plus™ 
operating system making available a huge, ready-to-run software library. Both 
expand easily to meet your growing computing needs. 

Tandy Model 4P features a 64K memory as standard and 128K option ideal 
for tackling large workloads. The new TRSDOS 6 operating system also lets 
you use extra memory as a superfast disk drive. The 4P is easy to carry and 
small enough to stow in overhead luggage racks on planes, trains, buses or in 

the boot of the car. 25-1080 . £999.00 Exc. VAT 

Tandy Model 4 two disk drive desktop model provides 368K of disk storage 
(184K each drive) and has an optional RS-232C Serial Interface for 
communications. It comes complete with Microsoft Disk* BASIC and 
TRSDOS 6 operating system, an owner’s manual, reference card, 
programming manual and an introduction to start you computing 
immediately. 

64K 2-Disk. 26-1069 £999.00 Exc. VAT 

64K 1-Disk. 26-1068 £849.00 Exc. VAT 


Take A Look At Tandy, 
Today 

Visit your local store or dealer and 
ask about our expanding range 
microcomputers and software 
- we service what we sell! 


Yellow Pages For Address 
Of Store Nearest You 


Take The “Transportable ’’ Model 4P With You, 
It Weighs Only 26 Pounds! 


Available at all Tandy Computer Centres and 
at Tandy stores and participating dealers 


•fandq 




[COMPUTER centre j 


i Send For Further Information to: 

Computer Marketing, Tandy Corporation (Branch UK), 
Tameway Tower, Bridge Street, Walsall, 

West Midlands. WS1 1LA. Tel: 0922-648181 

Name . 




Address 


.. I 

V^PostCod«__............ — Tel.No. ...... .. <wci 2 y 





















































COULD THIS BE YOUR 
PROGRAM? 



Is your program good enough to fill 
this spot? 

Will your game be the next No. 1 hit? 

Are you looking for worldwide 
marketing and top royalties? 

Are you writing for leading computers 
such as Spectrum, CMB-64, Vic 20, ZX81, 
Amstrad, BBC etc? 


Answer yes to any of these questions 
and we would like to hear from you. 

Send your program on tape together 
with full instructions for fast evaluation. Be 
sure to include computer type, memory, 
peripherals used and your name, address 
and telephone number. 




SOFTWARE 


R&R Software Ltd. 5 Russell Street Gloucester GL1 1NE 

Tel (0452) 502819 
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The SWAG-man’s oh the job to burgle 
the millionaire’s mansion. It’s full of 
beautiful, valudi^e SWAG ready for 
nicking! Unfortunately, he’s gate¬ 
crashed a fancy dress party c^d the 
guests are in pursuit. 

Help him through the seemingly 
never ending maze of rooms to 
collect the SWAG and find the 
WAY OUT! ;|P?akL 


ArccSd^standard, 100% machine code, 
amazingly sftjjkffi high resolution 
graphics, indjfcjible sound effects, the 
totally addictive concept. 


SWAG is available now! On high speed loading 
Cassette or Disc from all good software outlets or direct 

























OF OUR TIME^ 


We're not going to join those old fogies who 
constantly tell you that too much computer 
game playing can turn you into a mindless 
green zombie with purple boils. No, but we do 
say that some very real health hazards do exist 
in gaming if you don't take care. JOHN CON¬ 
QUEST, wounded in the line of BIG K reviewing 
duty, diagnoses the dreaded Video Wrist. . . 


A while ago I started noticing a 
slight ache in my wrist, a tender 
sensation at the base of the 
thumb and an occasional 
twinge of real pain. I worried ab¬ 
out it off and on for a week or 
two while it got steadily, 
though not cripplingly, worse 
until one day I jerked my wrist 
rather suddenly and, man, it ex¬ 
ploded! Really agonising. 
White-lipped and trembling I 
staggered to my local health 
centre (Drs White, Lipped and 
Trembling), where I discovered 
that I had De Quervain # s Dis¬ 
ease, otherwise known as teno- 
vaginitis, otherwise known as 
Video Wrist. 

Actually Video Wrist is only 
one manifestation of tenovagi- 
nitis, as it's also fairly common 
among DIYers — from pro¬ 
longed sawing, hammering and 
screwdriving — sportspeople, 
especially windsurfers, and 
mothers without washing 
machines, from wringing out 
nappies. It's an inflammation of 
any tendon sheath, most com¬ 
monly in the wrist and hands, 
from over-use in repetitive 
movements. 

Its big brother, tenosyvanitis , 
excessive-use injury, is prob¬ 
ably not going to crop up much 
among computer folk. Video 
Wrist is a matter of repeated 
mild irritations of the tendon 
running over the radial styloid, 
involving the muscles that 
move the thumb, the abductor 
pollicis longus and the extensor 
pollicis brevis. Rotate your 
thumb and you'll see these guys 
in action. When you work a joys¬ 
tick, particularly one with hand¬ 
le and fire control, you put all 
this stuff under tension for ex¬ 


tended periods, subjecting it to 
tiny traumatic movements and 
stresses. Do this enough and 
you'll have Video Wrist. 

Curing it is pretty straightfor¬ 
ward. There's a whole range of 
those non-steroidal, anti¬ 
inflammatory agents — glor¬ 
ified aspirins — which are about 
the most investigated group of 
medicines around. Just as well 
because they all have side 
effects which your doctor 
should make you fully aware of. 
Oh, and you have to stop using a 
joystick for a week or two. Well, 
you didn't expect the cure to be 
easy, did you? If I'd left my prob¬ 
lem much longer, or hadn't re¬ 
sponded to the pills, then the 
next step would have been an 
injection of cortisone under 
anaesthetic directly into the 
tendon sheath. Things would 
have got a lot worse before they 
got better, with at least 24 hours 
of pretty nasty pain, but results 
are pretty well guaranteed. This 
is a very heavy duty solution, 
though. 

So there you have it — how I 
caught Video Wrist and lived to 
tell the tale. Not the deadliest 
disease going, but unpleasant 
enough. If you get any of the 
symptoms — aches, twinges or 
whatever down where the 
thumb runs into the wrist — it 
really is a good idea to get it 
sorted out right away because it 
won't disappear of its own 
accord; not unless you manage 
to immobilise your wrist com¬ 
pletely for a week or two, which 
hardly sounds practical. And if 
you do leave it, it'll only get 
worse and the treatment could 
end up being very painful. 




























ware 


Listen , is it just me? Do I have some kind of elec¬ 
tronic jinx? Am I computer-unfriendly? This here is 
an appeal to BIG K readers to tell me that I'm not 
alone in having a pile of non-functioning electronic 
junk. Hear my story (it's sad but true) and then let 
us have yours. 


Easily the most expensive of my 
write-offs is a CBS Colecovision. 
How I loved that machine and 
it's well possible that I loved it to 
death. Last Christmas I took it to 
a festive house party, every 
member of which became a total 
all-out Ladybug addict. I mean, 
that machine was running at 12- 
hour stretches day after day 
(well, it got dark early, didn't it?). 
It took another terrible hammer¬ 
ing when Baseball came out and 
in between was being regularly 
thrashed. Now it doesn't want to 
know. After half an hour or so it 
gets tired and despondent, the 
screen starts jumping, the col¬ 
ours go weird, the controls 
won't respond and it's time to 
switch off. For all practical pur¬ 
poses, it's been totalled. 

Pretty much the same thing, 
happenedtoan Intellivision con¬ 
sole that several people played 
far too much Advanced 
Dungeons & Dragons on. Neith¬ 
er machines' internal ventilation 
was up to that kind of use and 
something inside overheated 
and warped. I'm not being de¬ 
liberately vague; somebody 
who actually knows about these 
things went over both of them 
and failed to identify exactly 
where the problems were. 
That's the trouble with this stuff; 
a chip that doesn't work looks 
exactly the same as one that 
does and if it's on the blink, 
rather than stone dead testing 
won't necessarily point the fin¬ 
ger at the right culprit. 

Moving along the catacomb 
we come to an Atari 410 Prog¬ 
ram Recorder. This little bastard 
avoided detection for some time 
because for a while I assumed 
that the glitch lay in Atari's 
notoriously unreliable cassette 
interface. But, as usual, the 
800XL was blameless. When the 
guilty party was finally identi¬ 
fied, I again assumed that we 
were looking at slipped 
recording/playback heads. Not 
so. As I managed to persuade 
Atari to replace it with a 1010 
recorder, I never found out what 
the actual problem was, or 
whether it was fixable. 

Normally I wouldn't take any 
particular notice of totalled joys¬ 
ticks. In my experience they are 
like unto the flowers of spring¬ 
time, doomed to blossom for a 
certain season and then wither 
and die. My dead Colecovision 
controller and Quickshot //joys¬ 
tick are, therefore, hardly worthy 
of remark. However I do take 
some pride in having wiped out 








a Wico Three Way. 

Those of you with 1K memor¬ 
ies or better may well be saying 
to themselves, "Is this not the 
very same Conquest who only 
last August was calling the Wico 
Three Way the 'top of the range' 
and recommending it?" 'Tis 
true, friends. What can I say? For 
six happy months the Three 
Way did sterling work, so far su¬ 
perior to every other joystick 
that I did not hesitate to shout its 
praises. Then one day my fighter 
banked round a tight corner, I 
pulled it over to grab the clever 
points — and it strained! It 
jerked! It wobbled! 

Now Wico's shaft bearings are 
about the best around, but even 
they are only plastic. My prob¬ 
lem was that in six months sav¬ 
age use, including a period of 
severe River Raid addiction. I'd 
either worn a flat spot onto the 
bearing or thrown the springs 
out of true, either of which 
would produce the observed 
effects. Unfortunately a joystick 
that is 75% satisfactory is 100% 
unsatisfactory and such is the 
nature of the beast, there's not 
much that can be done about it. 
The only cure is a whole new 
joystick. To be fair to Wico, I 
wouldn't consider getting any¬ 
thing else. 

OK, so I haven't done anything 
really spectacular, like sink an 
entire microcomputer, but add 
up a Colecovision (£99) and In¬ 
tellivision (£39) console, the 
Atari recorder (£45), the Wico 
joystick (£30) and suddenly 
you're talking about a couple of 
monkeys worth, without even 
mentioning odds and sods like 
the non-loading software. 

True story time: A friend of 
mine recently bought two com¬ 
plete Spectrum set-ups, includ¬ 
ing recorders, interfaces and 
joysticks, for the youth clubs she 
runs. Fortunately she bought 
them at Lion House in London 
which has a strict policy of test¬ 
ing everything before they let 
you walk out of the shop. That's 
how she saw two recorders and 
an interface being slung into the 
'Return to Sender' box. We're 
talking brand-new stuff here, 
straight out of the boxes, which 
makes me feel that my scrap 
heap isn't just down to me but 
has a certain something to do 
with industry standards. 

If that proposition is true then 
there must be an awful lot of 
people with similar stories to 
tell. Have you written one 
off ... ? JOHN CONQUEST 




















GAMES OF OUR TIME 


It's the » game that 
brought people into the 
arcades in droves. STEVE 
KEATON charts the rise 
and rise of a humble yel¬ 
low blob that brought a 
whole new experience to 
eating. 


HIS NAME is legend, his curse 
incomparable. He's the littel yel¬ 
low guy with the big mouth who 
opened the games closet and 
made joysticks respectable in 
mixed company. He's Pac-Man, 
the first arcade superstar! Few 
games can claim as many 
offspring. As Pac-mania raged 
we witnessed the birth of a 
whole Pac-Famly. Pac-Man be¬ 
gat Ms Pac-Man who in turn be¬ 
gat Baby-Pac and a whole slew 
of related yellow and blue mer¬ 
chandise. Back in '81 the world 
seemed peppered with little 
white energisers and people 
walked to a 'wocka-wocka' 
rhythm (which wasn't easy). 
Things got totally out of hand. 

Addicts would wake ech 
morning beneath Pac-Sheets, 
drink Pac-Tea from a Pac-Mug 
and then dress in Pac-Apparel. 
There was even a Pac-Man car¬ 
toon show! This proved the final 
indignity. Upon seeing it the 
Pac-Phenomenon promptly 
pegged out and died. The gam¬ 
ing world was never to see its 
like agiain. 


such guises as Puck-Man and 
Gobbler. The market was satu¬ 
rated. Fall-out went global and 
for nigh on a year Pac-Man ruled 
the world. 

Armchair philosophers pon¬ 
dered its success. The first non¬ 
violent video, some pompously 
declared; an expressionism, 
squealed others. Both claims 
were hooey. The little fella was 
just uniquely playable. A perfect 
combination of challenge, 
accessibility and audio-visual 


It was also predictable. 
Amongst the debris I laughingly 
refer to as my studio, I have dia¬ 
grams which would ensure total 
success over any screen. I never 
use them. Why spoil a brilliant 
game? I felt the same about the 
PEEKS and POKES for Miner 
Willy. Others, though, had fewer 
scruples and Pac-Masters 
appeared in evey arcade. You'd 
often see a queue of tireless indi¬ 
viduals who for a couple of coins 
could hog a machine for a 


the little fella to come home. 

It was a long wait. Atari trum¬ 
peted the arrival of an officially 
licensed VCS ROM and then 
blew it in spectacular fashion. To 
this day it remains their worst- 
ever arcade conversion, spark¬ 
ing off hoots of derision 
whenever mentioned. Any simi¬ 
larities between it and the Mid¬ 
way monster are clearly unin¬ 
tentional! The familiar maze 
went out the window, as did the 
cast of monsters and bonus 
treats (also known as 'Pac- 
Lunches'). It looked awful and 
played even worse. Despite 
eight game variations only one 
was anywhere near acceptable 
and even that quickly became a 
doddle. Pac-Fans could hardly 
believe their (bad) luck. 

The company later redeemed 
themselves with a far more con¬ 
vincing conversion for their 400/ 
600/800 computer range, restor¬ 
ing the missing features and im¬ 
proving the gameplay, but 
cynicism was rife. By way of an 
apology Atari converted Ms Pac- 
Man to the VCS with much grea¬ 
ter effect. Curiously history re¬ 
peated itself with the launch of 
the Atarisoft range. Once again 
Pac-Man was set up as a figure¬ 
head and once again Atari fum- 


ATARI VIDEO COMPUTER SYSTEM ' 


MAN 


Bally Midway originally 
licensed Pac-Man from little 
known Nipponese creators, 
Namco, for introduction to the 
United States. The weird gob¬ 
bling game found itself residing 
amongst banks of straight shoot 
'em ups and surprisingly pros¬ 
pered. Then there was an explo¬ 
sion and Pac-Man rocketed to 
the top slot of the U.S. Play 
Meter charts. The game had 
caught on with a vengeance! 
Bally churned out over 100,000 
Pac-units to sate the demand 
while unscrupulous rivalsequal- 
led that figure with a flood of 
rip-offs masquerading under 


No.7 PAC MAN (Bally-Midway, Atari) 


harmony. It delighted thesenses 
and tickled the funny bone. 
There was nothing else like it at 
the time. 

Pac-Man was paced to perfec¬ 
tion. The perambulating maze 
monsters, Blinky, Winky, Pinky 
and Clyde were all deliciously 
geared. They begin at a sluggish 
pace and then speed up. Soon 
both Pac and monsters are 
travelling at the same speed, but 
survive too long and the Pac 
runs out of puff. Infuriating! The 
monsters' periods of edibility 
undulate in a similarfashion. Be¬ 
ginning at about 7 seconds, they 
dwindle to 2, then rise to 5 and 
then after a brief respite all but 
vanish. And just as you think 
your wrist will snap under the 
pressure, there's an intermis¬ 
sion to break the tension. Pac- 


PEEKS and POKES for Miner 
Willy. Others, though, had fewer 
scruples and Pac-Masters 
appeared in evey arcade. You'd 
often see a queue of tireless indi¬ 
viduals who for a couple of coins 
could hog a machine for a 
weekend. Million-plus players! 
To combat this new breed of 
punter, arcade owners set about 
the game with chainsaws. Clum¬ 
sy brain surgery on the PCB re¬ 
sulted in the easier sheets being 
all but eliminated. Some 
machines simply crashed at 
strategic points. Disgruntled, I 
left the arcades and waited for 


bled the ball. Their Spectrum 
version was almost as big a tur¬ 
key as the earlier VCS ROM. 
"Our big mistake was going for 
16K,'' a spokesman was heardto 
moan. Realising their mistake 
Atari once again turned their 
attention to Ms Pac-Man. The as 
yet unreleased (48K) Spectrum 
conversion is brilliant. Unfortu¬ 
nately the damage has been 
done. No one wants to know any 
more. If the Pac-Family moved 
in next door most people would 
up and sell. 

The little yellow guy still 
hangs on in the arcades though. 
Battered Pac-Men can be seen 
propping up the walls in seedy 
game parlours, like video winos. 
Few survive in their original 
cabinets and most boast duff 
joysticks and arthritic response 
times. A sad state of affairs. 
Newer visitors, stumbling over 
the old fella doubtless wonder 

































































Strike Control 

TWO PRECISION JOYSTICKS 


■ Short slimline joystick 
with thumbcup for 
sensitive fingertip 

ft control. 

3 ■ Easy and comfortable to 

I hold. 

■ Rubber feet for table-top 
use. 


Set of 2 precision joystick 
controllers. 

Full analogue control with 
2 potentiometers. 

Self centering. 

2 responsive fire buttons 
positioned for maximum 
ease and comfort. 





Strike Control is 

available from most Spectrum and good computer shops. 


consumer electronics limited 


‘Trade marks and/or trade names 
of companies concerned. 


Failsworth, Manchester M35 OHS 
Telephone: 061-682 2339 
















IpilBIB 


"UNDERWURLDE" recommended retail price £9.95 inc VAT 
Available from W.H.SMITHS, BOOTS, J.MENZIES, WOOLWORTHS 
and all good software retail outlets. Also available from 
ULTIMATE PLAY THE GAME, The Green, Ashby-de-la-Zouch, Leicestershire LE6 5JU 

(PfifP included) Tel: 0530 411485 

























I • 




"KNIGHT LORE" recommended retail price £9.95 inc VAT 
Available from W.H.SMITHS, BOOTS, J.MENZIES, WOOLWORTHS 
and all good software retail outlets. Also available from 
ULTIMATE PLAY THE GAME, The Green, Ashby-de-la-Zouch, Leicestershire LE6 5JU 

(PfifP included) Tel: 0530 411485 

































If you’ve a lust to design characters for use in yoi 
own games—but have until now lived in mortal 
terror of BBC Basic’s VDU 23 statement—tremblf 
no longer. This easy-to-use prog allows you to 
build up shapes on a grid and save them to tape fo 
some Future Point In Time. Full instructions in " 


prog. 


by Himesh Shah 


For BBC‘B’ 
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BIG K GETS PARANOID... 


A while back, reader GARETTI JOHNSON 
lent a home-grown Spectrum prog to a 
"friend" — later he was miffed, to say the 
least, when he discovered copies of the 
prog circulating locally at £1 a time. En¬ 
raged, he sat down to figure out how This 
Could Never Happen Again (he doesn't 
say what happened to the friend) . . . and 
here's the result. 


work an auto-run is required 
(you can make any BASIC 
program auto-run by SAVE- 
ing it in the form SAVE 
"PROG-NAME" LINE (first 
line number). Most budding 
pirates know that MERGE-ing 
a program will prevent an 
auto-run. Therefore we need 
a way of stopping or prevent¬ 
ing the MERGE-ing routine. 
When a program is MERGE- 
ed the computer automati¬ 
cally places the line(s) with a 
number greater than 9999 
(purists will point out that you 
cannot poke any part of 
memory with a number 
greater than 255 — to them I 
say go and look at chapter 24 
of the Spectrum manual), we 
can cause a crash if the pro¬ 
gram does not auto-run after 
being LOAD-ed. It does not 
matter if you do not fully 
understand this ... if you 
want to find out more, take a 
look at page 166 of the Spec¬ 
trum manual which shows 
how a line in a BASIC pro¬ 
gram is stored. Anyway, the 
upshot of this is that the pro¬ 
gram cannot be broken into 
'manually'. Listing 2 shows 
what to do. 

Next comes the problem of 
tape-copying programs. 
There is however quite a 
simple solution to this prob¬ 
lem . . . since the tape-cop¬ 
ing program has to take up 
some part of memory, so if 
we can fill up ALL of the 


memory, we will at some 
stage overwrite the tape¬ 
copying program and pre¬ 
vent it from copying all of the 
program. Listing 3 shows 
how to do this. Some tape¬ 
copying programs reside in 
the printer buffer (you do not 
need to know what this is, but 
it is basically a part of RAM 
that is reserved for use by the 
printer). Listing 4 shows how 
to deal with such tape-copi¬ 
ers. 

The last problem we have 
to deal with is that of tape-to- 
tape copying. Since the MoD 
has banned JCL DATA'S tape- 
to-tape copying prevention 
device, there seems to be no 
way of preventing the pro¬ 
gram being copied. The way 
to get round this is to have a 
sheet of numbers (preferably 
in colour, or a series of 
colours) that must be typed 
in at the start of the program 
like at the beginning of JET 
SET WILLY. (Incidentally this 
method of protection is 
copyright by Software Proj¬ 
ects.) if you are serious about 
protecting your programs 
then I'm sure you can come 
up with your own system. 

LISTING 1 

10 POKE 23659,0 
20 PRINT AT 0,0; "TRY AND 
STOP THIS": BORDER 
RND*7: GOTO 20 

LISTING 2 

1 POKE 23659,0: POKE 
23801,0 

2 REM The program must 
then continue at line 2 

3 REM If you CLS or INPUT or 
do anything that involves the 
bottom part of the screen, you 
must first temporarily reset 
the value of 23659 ... eg 
POKE 23659, 2CLS: POKE 
23659,0 

4 REM When SAVE-ing your 
program, SAVE it in the 
following way . . . POKE 
23801,255: SAVE "prog- 
name" LINE (first line num¬ 
ber). 

LISTING 3 

1 REM Fill up any spare line 
numbers like this — 5000 
REM 

xxxxxxxxxxxxxxxxxxxxxxx 
xxxxxxx (etc.) 

LISTING 4 

2 IF PEEK 23297O0 THEN 
NEW: REM this should be in 
a loader program that loads 
in the main program 

3 LOAD REM if basic or 
LOAD "" CODE if machine 
code. 


AFTER LENDING my latest 
masterpiece to a friend for a 
couple of days, I was amazed 
and annoyed to find copies 
of it being sold for a pound 
each. 

This caused me to wonder 
if there was a way that BASIC 
programs could be safe¬ 
guarded from copying. 

Ploughing through several 
copies of the latest weekly 
and monthly computer rags, 
l found to my surprise that 
not one article had been writ¬ 
ten for the Spectrum about 
program protection. 

The only piece of informa¬ 
tion I could find was that 
POKE 23659,0 would stop 
people breaking into pro¬ 
grams. "Great" I thought and 
rushed off to try it... . it 
didn't work. Why it didn't 
work will become clearer 
later. 

On page 173 of the Spec¬ 
trum manual you will find a 
complete list of the system 
variables (these are used by 
the system to update various 
pieces of information). 


Because these pieces of 
information need to be 
updated and changed, the 
system variables are held in 
RAM and not in ROM, there¬ 
fore the programmer can also 
change them and this is 
where the system variables 
are of use to us. 

Address 23659 DF SZ con¬ 
trols and keeps track of how 
many lines there are in the 
bottom part of the screen. If 
we POKE 23659,0 (telling the 
computer that there are no 
lines in the bottom part of the 
screen) we can stop anyone 
from breaking into a pro¬ 
gram. Why? Because when 
anyone presses the BREAK 
key and stops the program 
the computer tries to print up 
a ' L BREAK into program' 
message at the bottom part 
of the screen. However, 
because we have told the 
computer that there are no 
lines in the bottom part of the 
screen, it cannot print its 
message and a system crash 
occurs thus wiping the pro¬ 
gram from memory. You can 
see what happens if you type 
out the short program in list¬ 
ing 1. 

There is however a slight 
catch ... for this method to 
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bo you re hardly stumped 
for choice. 

You simply choose your 
colours and characters, then 
‘build up’ your picture. Just like 
any other artist. 

With 'Art Master' you 
again get a choice of 121 colour 
shades. 

But this time you can 
draw whatever shapes you like, 
creating your very own high 
resolution masterpiece from a 
blank screen. 

It is even possible to draw 
circles, and store and then 
recall a back-up picture — 
which is more than you can do 
with other graphics programs. 
^M Everyone, from the six 


We’re not the only people 
who think ‘Art Master’ and 
‘Picture Builder’ are two quite 
exceptional computer graphics 
software programs. 

Tony and Rolf do, too. 

otherwise Vommodore 

they’d never computer software 


the best computer graphics 
you have ever seen. 

^M Anywhere. 

The pictures are drawn 
using either the keyboard or 
a joystick, and can be stored 
on either tape 
or on disk. 


have agreed to put their name 
to them. 

1 With both ‘Art Master’ 
and ‘Picture Builder’ you can 
create full colour pictures on 
your own TV. screen. 

And believe us when we 
say those pictures will match 


With ‘Picture Builder’ you 
are presented with a palette 
of 121 colour shades (more 
than enough for any budding 
Michaelangelo). 

MM And a collection of 
character sets totalling 
over 250 shapes. 


year old right up to the 66 year 
old, will enjoy ‘Art Master’ and 
‘Picture Builder.’ 

Like all of our software, 
they have been specifically 
designed to get the best out 
of Commodore hardware. 

That’s why you can’t 
choose better. 

MM Commodore software: it 
costs no more, even though 
there’s more to it. 


I PICTURE BUILDER ON CASSETTE. ART MASTER ON CASSETTE OR DISK. EACH £9.99. 






















COMPETITION • COMPETITION»COMPETITION ° C 


■ 


Built-in Joystick 

B Stereo sound with 8 octaves and adjustable volume control 
C_ Full travel keyboard with 8 programmable keys 
D 48k ROM and 64k RAM (expandable) 

E^ 672 x 512 resolution screen with 256 available colours 
J Built-in word processor 

Standard centronics parallel interface and cartridge port 
LJ Mix text and graphics plus ‘windows’ facility 


T0 ENTER 


We have listed eight features of the new Enterprise computer. What we 
want you to do for this competition is place them in the order you consider 
they would most appeal to a home computer user. 

Write the key letters of the eight features — in ink — in the spaces on the 
entry coupon. For example, if you think that “Built-in word processor” would 
be the most appealing then put T in the first space. The letter of your next 
choice goes in the second space, and so on for all eight. 

Complete the coupon with your name, age and address and then post 
your entry to: BIG K ENTERPRISE COMPETITION, 55 EWER STREET, 
LONDON SE99 6YP, to arrive by the closing date which is Friday, November 
30,1984. 

mm mm mm mm ^ mm ^ ENTRY COUPON mm ^ mm mm mm mm mm 


date will be disqualified as will any re¬ 
ceived mutilated, illegible, altered, in¬ 
complete or not complying with the 
rules and instructions exactly. No re¬ 
sponsibility can be accepted for entries 
lost or delayed in the post or elsewhere. 
Proof of posting will not be accepted as 
proof of receipt. 

The judges’ decision and that of the 
Editor in all other matters affecting the 
competition will be final and legally 
binding. No correspondence can be en¬ 
tered into. 

The competition is open to all readers 
in Great Britain, Northern Ireland, Eire, 
the Channel Islands and Isle of Man ex¬ 
cept employees (and their families) of 
IPC Magazines Ltd, the printers of BIG K 
or of Enterprise Computers. 

The winners will be notified by post 
and the result published later in BIG K. 


There is no entry fee, but all entries must 
be on a proper printed coupon cut from 
BIG K and must bear the entrant’s own 
name, age and address. 

Every accepted entry will be ex¬ 
amined and the prize awarded to the 
entrant who, in the opinion of the judges, 
has shown the most skill and judgment 
in placing the listed features in the order 
of appeal to a home computer user. 

In the event of a tie, then a further test 
of skill will be conducted by post be¬ 
tween tying competitors to determine 
the eventual winner. 

The prize must be accepted as 
offered. There can be no alternative 
award, cash or otherwise. If the winner 
is aged under 18 then parental consent 
must be provided before the prize can 
be awarded. 

Any entry received after the closing 


In entering this competition, I agree to abide by the rules and to 
accept the published result as final and legally binding. 

NAME.AGE. 

ADDRESS. 


h ™ — —PLEASE CUT NEATLY AROUND THIS LINE™ — — 
IMPORTANT 

Before sealing, copy out — on the outside back of the envelope — the eight key letters 
in exactly the same order as they appear on your completed coupon. YOUR ENTRY 
MAY NOT BE CONSIDERED IF THIS IS NOT DONE. Do not enclose any correspond¬ 
ence or matter other than the entry coupon. 
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S K ENTERPRISE COMPETITN 
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AVAILABLE 

NOW! 

Super colour 
graphics with six 
skill levels &48 
k screen 
locations 


65 High Street, Gosforth, Tyne & Wear. Tel: (091) 2846966 

Available from most major stockists, all good computer shops or direct from us. 
Dealers contact Centresaft. Express, P.C.S., Tiger, 


^colour 
























A character you can really control, reacting realistically 
> every twist of the joystick, as he jinks and leaps in and 01 
- of his 3D background. v — 


Quantity 


Please send me Psi Warrior (Commodore 64 £9.95) 


Order Hotline 0858 34567. 
Enquiries 01 -837 2899. 


I enclose a Postal Order/Cheque payable to Beyond, or charge my credit card 


Card Number_ 

Access/Visa (Delete as necessary) 

Name_ 


Address 


_PostCode_ 

Please rush me detai ls of 
the Beyond Club! I I 


Beyond Competition House, Famdon Road, Market Harborough, 
Leicestershire LEI9 9NR 


CHALLENGING SOFTWARE 


They have manipulated 
man for tens of 
thousands of years. 

Only now have we 
discovered it... 


Unly now are we 
perceived as a threat 

Only now are we in 
danger... 







































































THEY WROTE ONE 


IF THE Sloane Rangers 
Handbook managed to curl 
the stiff upper lip into a self- 
effacing smile — in Hamp- 
steadthe message is clear — 
social climbers come out! 

Hampstead is the software 
equivalent of the lush and 
clever coffee table book. It 
belongs in the genre of think¬ 
ing man's fantasy — so far 
only occupied by two other 
real-life adventure games — 
Denis Through The Looking 
Glass and The Cricklewood 
Incident. Its designers think 
of themselves as market 
leaders in a new class of 
quasi-intellectual software. 
The game is a text-only 
adventure, and the quest is 
to make it to middle class 
Nirvana — Hampstead. 

For those in far flung cor¬ 
ners of the world — like 
Esher — who do not know, 
Hampstead does in fact ex¬ 
ist. It lies on an enormous 
plateau (entirely the product 
of its occupants' imagina¬ 
tions) somewhere in North- 
West London. It is a collec¬ 
tion of olde worlde buildings 
grouped next to a heath. It 
calls itself a 'village', despite 
a constant stream of heavy 
traffic (mostly Rolls Royces) 
that oozes down its centre. 
The thing to do in Hamp¬ 
stead is to stroll from cocktail 
to cappuccino, and once 
you've mastered the correct 
beautific smile, you can try 
casting it at the arty inhabi¬ 
tants, or fellow social clim¬ 


bers. 

Once booted into the 
game, you'll find yourself 
ensconsed in a sleazy North 
London flat. 'Inv' shows 
3-2-1 on the TV and a UB40. 
Exploration reveals a bed¬ 
room with such commercial 
prospects as a fungus farm 
and last night's biriani lux¬ 
uriating in the wash basin. 
It's enough to kick the most 
easy-going slob onto the so¬ 
cial mobility trail. From these 
humble beginnings you 
must go out and up. It's a 
highly literate game, and 
your way is fraught with as 
many wise-cracks as it is 
with pratfalls and red her¬ 
rings. 

Authors Trevor Lever and 
Peter Jones stress that it's 
not enough to cash your giro 
and head to Hampstead. You 
must rather ATTAIN Hamp¬ 
stead. Questioning revealed 
that neither author posses¬ 
sed a Hampstead address. 
But Peter's pink tie and Tre¬ 
vor's Mondrain-style, bright¬ 
ly coloured sweater promp¬ 
ted me to ask if they were on 
their way. 

"Oh definitely. We want 
money, fame and a certain 
artiness. Hampstead the 
game will help. Of course, 
social climbing is not the 
most important thing in life 
— but it is the most satis¬ 
fying if done properly." 

How do you go about so¬ 
cial climbing? 

"In order to attain Hamp 


stead in life as in the game 
you must think like Hamp¬ 
stead Man. Consider the ob¬ 
jects of behaviour you'd 
need to be accepted in 
Hampstead. Here's a tip. 
What you leave behind is 
often as important as what 
you take with you. As a social 
climber — you run the risk of 
being exposed as a fraud. 
But exposure is not the only 
cause of death in Hamp¬ 
stead. You also risk terminal 
writer's cramp, being eaten 
by a venus fly-trap, or chok¬ 
ing on muesli." 

The best game strategy is 
to establish yourself before 
trying to make it to Hamp¬ 
stead. Try your luck in the in¬ 
dustrial maze or take a train 
to another location. 
Approach Hampstead with 
caution. Gather your wealth, 
status and power, then hit 
Hampstead like a bullet. And 
no one will know of your 
roots. 

The Peter/Trevor part¬ 
nership goes back a long 


I ■ ■ S ■ | 

way. It even survived being 
heckled off stage in their 
Northern comedy double- 
act debut — 'Liptrop and 
Pode'. Trevor describes him¬ 
self as the 'solid computer 
man' of the duo, whilst Peter 
is the 'aesthete with his head 
in the clouds'. Both are PR 
men in the computer and 
video industries respective¬ 
ly. Neither are programmers 
and Hampstead 'was written 
on SMART — a kind of man- 
agemental Quill , and im¬ 
proved by MH. 

"Neither of u$ have any 
desire to program. The in¬ 
dustry needs new ideas 
more than anything at pre¬ 
sent. We've got them — and 
there are plenty of people 
around to put them into 
practice." 

Does this mean they don't 
think much of current 
adventure-ware? Peter 
hands me a card. "I see no¬ 
thing special," it reads. The 
first of many that the duo 
had prepared for their inter¬ 
view. (I can only assume that 
Peter, himself a former jour¬ 
nalist, has his own reasons 
for mistrusting the press.) 

"It really is time for some¬ 
thing new. We aim to create 
a series of real-life adven¬ 
tures without recourse to 
magic, spaceships or hand- 
to-hand combat. All that dra¬ 
gonslaying and treasure 
hunting can't go on forever." 
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them. 1 must admit to a cer¬ 
tain amount of trepidation 
at this point. Previous ex¬ 
perience of building this 
type of thing has been 
fraught with pitfalls usually 
ending with a pile of bits on 
one side and a hideous 
monster on the other. Far 
from it, the diagrams and 
instructions that came with 
all of the Movits were ex¬ 
ceptionally clear and all the 
parts, although rather 
small and fiddly, were in 
clearly labelled packets. All 
that was needed was to 
take the right bit out of the 
right packetand putitinthe 
right place as indicated on 
the diagram. The whole 
bunch took about a day to 
assemble and they all 
worked first time round. 

There are five of them in 
all. The cheapest in the 
range at £9.99 is Monkey 
and it's probably the most 
amusing. The two hooked 
arms at the top allow it to 
be hung from a length of 
cord like a pair of Y-fronts 
on a washing line. Any sud¬ 
den noise — a handclap 
works quite well — sends it 
swinging arm over arm 
along the cord. It keeps 
going for five seconds or so 
before stopping — and 
then sits there waiting for 
another noise. 

Next came Line Tracer II. 
This is, wait for it, a line 
tracer, meaning it follows 
any dark line on a light floor 
or vice versa. It finds its 
way round using an optical 
sensor on its belly. The 
only problem here is find¬ 
ing a suitably flat floor. My 
kitchen floor boasts taste¬ 
ful black and white tiles 
which gave it problems. 
What it does is to run on 
one of its two motors until 
it picks up a colour change 
on the floor. This causes 
the current motor to cut out 


SO THERb I was, sitting in 
my room watching a blue 
ink stain on the wall, jug¬ 
gling the odds on how long 
it would take to slide down 
to the floor. Life gets excit¬ 
ing like that, especially in 
sunny Balham and today 
looked as though it was 
going to be as exciting as 
any. Suddenly, a small 
whirring noise grabbed my 
attention. I looked down 
and saw a small bubble-like 
object making its way 
across the floor towards 
me. This was annoying. To 
one with such earth- 


shattering ideas on his 
mind, an electric rat can be 
most distracting. I slid one 
toe under the front of it and 
casually flicked it against 
the wall. It bounced, once 
against the ink stain, then 
again off the floor and car¬ 
ried on about its business, 
finally finding solitude 
under the desk. Interesting. 
I returned my attention to 
the blot on the wall, but it 
was no good, the whirring 
dervish under the desk had 
wrecked any chance of 
serious concentration. I 
grabbed a stick to poke at it 


after all it might bite — 
and it trundled out into 
view, apparently none the 
worse for its flying lesson. 

What was it? It was a 
Movit, one of the five build- 
it-yourself beasties from 
Prism, and I wanted one. It 
could be the answer to the 
penicillin plant in the kit¬ 
chen which had once been 
known as the washing up. I 
picked up the phone and 
before long five small bun¬ 
dles were winging their 
way to the BIG K offices. 

Step one on the ladder to 
total mobility was to build 


Kim Aldis forsakes the fascinating world of wall-gazing 


to check out things that go clunk, whirr, beep in the night 


and day. The Movits, D-l-Yrobots with a difference 






































Mm mm!... these Roboburgers are a real tastee bite! 


and the other to cut in mak¬ 
ing it change direction. If 
the corners are tighter than 
its turning circle (about 
20 cms) it wanders off and 
does its own thing against 
the nearest wall. The kit¬ 
chen floor nearly gave it a 
nervous breakdown. The 
sensor underneath is very 
sensitive, even picking up 
pencil marks on paper and 
it responds very quickly 
even on lines a good deal 
thinner than those recom¬ 
mended for use. 

Piper Mouse is good for a 
laugh. It's a three-wheeled 
affair controlled by a whis¬ 
tle which takes it through a 
cycle of moves. The first 
blow of the whistle sets it 
scuttling off to the left then 
subsequent blows make it 
stop, go right, stop, go for¬ 
ward and then finally stop 
again, in that order. You 
have to be quite close 
(within about 3 metres) to 
make it respond and some¬ 
times — if the microphone 
is facing the other way — 
you have to get even clos¬ 
er. Maybe someone will 
dream up a hearing aid for 


it. Aside from that the whis¬ 
tle is enough to drive a 
saint bananas. After about 
half an hour a pack of rather 
unfriendly stray dogs had 
gathered outside the kit¬ 
chen window, casually dis¬ 
membering anyone who 
happened past. 

My favourite was the 
Circular. All the rest of the 
Movits use some real flash 
methods to control them 
but the Circular goes back 
to good old-fashioned 
radio control. Its appeal lies 
in its method of movement. 
As the name suggests, it's 
circular in shape and the 
wheels form two rims 
around the outside. The 
rims go round when it 
moves but the main bulk of 
the thing remains station¬ 
ary giving the illusion that 
it's gliding along the floor. 
It's very sensitive about 
how rough the floor is. If it 
hits a bump it makes a kind 
of grinding noise and 
seizes up completely, at the 
same time it's very man¬ 
oeuvrable, turning very 
fast and almost on a six¬ 
pence. Very nice. 


most 


The Movits are. an .in¬ 
teresting idea. UjWunti! re¬ 
cently t hf r 

been quality and accu¬ 
racy rather than low tost 1 
and it's nice to see sbme- 
thing more likely to appeal 
to those amongst us Who 
aren't millionaires, im 
them most absorbing at the 
building stage, the main 
drawback being that once 
built there's not much vari¬ 
ety in what they can do. At 
the same time, because of 
the way they're made it 
would be quite possible to 
kind of jumble them all 
together into some sort of 
Frankenstein's monster. 
For the moment, though, it 
looks like my washing up 
stays furry. Unless, of 
course, someone wants to 
come round and do it for 
me. 


expen¬ 
sive, in f||J range is the 
Memocon^mrawler, a sort 
of chopp88|down turtle. 
It's programed in steps 
by means oTmmall plug-in 
keyboard. C<I|rol is given 
over left, right and forward 
with the added bonus of a 
bleeper and a LED which 
can be activated at will. 
After programming, the 
keyboard is detached, a 
small button touched and it 
sets off about its business 
until you either switch it off 
or tread on it! It's a bit frus¬ 
trating to find that it's not 
that accurate. Sending it in 
a straight linefor more than 
a metre or so allows it to 
veer off course quite sub¬ 
stantially. On the other 
hand it's not expensive 
when compared to some of 
the more sophisticatd tur¬ 
tles available and making it 
more accurate would mean 
either more accurate 
motors or some kind of 
positional feedback which 
in turn would make it more 
expensive. For my money I 
would rather see the price 
kept down. 


PRICES 


Monkey 


LineTracer 


Piper Mouse 


Memocon Crawler ...£34.99 
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QUALITY ARCADE ACTION GAMES FOR THE 


COMMODORE 64^£7.95 


The earth is being 

invaded by an alien 

force, the GALAXIONS have 

arrived from a dying planet, determined 

to destroy civilization as we know it. 

They come in formation, swooping and 
diving towards the planet earth. You and 
you alone can save mankind from the 
terrifying destruction the aliens threaten 
us with. 

MMCb MM 44 

^•WA fantastic version »7\y/% 
of this popular 

■■■y arcade game. \ V 1 ^ \ m 


p. ' Guide Thomas the cat 
{ 0) along the 13 walls of SOLAR 


street to his lady friend, 
wfewwho awaits him on the end 
^[J^^^rjyfy^wall, but beware of 

the flying boots, 
bottles and mops, which are 
just a few of the hazards you will encounter. 


Guide Boris up the ladders, to collect a coin 
from the top of the screen, but beware! the 
bogy men are out to get you. He must return 
to the bottom of the screen, avoiding the 
bogy men and insert the coin in the electric 

meter. The lights will 
come on enabling you 
to see the pitch fork, and 
after retrieving it, kill the 
bogy men 


Otobtll to tl)C Wcocuc 

In days of old when 

knights were bold and 

the sheriff was in power, 

to play this game guide Robin Hood, 

to Marian locked up in the tower. 


When teddy to the picnic went 
there came the smell of honey 
So off he went to find the p 
hive to fill his empty tummy, 

The bees that guard honey 
pots are sharpening up %, 
their stings as teddy fills hisl, 

. empty turn sweet melodysjf 
he sings. fy 


available mail order P&P included 


All our games are 
from the above address. Orders sent by return post. \ 

Also available from all good computer shops. ^ 

S Darwen, CENTRE SOFT West Midlands. TIGER Cheshire. LIGHTNING London. LEISURESOFT Northampton, 
TOMPUTER GAMES Barnsley, FIVE D SOFTWARE East Harling. COMPUTER WORLD UK Bolton, 

" FERRANTI & CRAIG LTD Wiltshire, VICSOFT Slough, DRAKE DISTRIBUTION Plymouth 





































COMMODORE 64 PgCTBM«MA»1B 

Also available on Disk 
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CHOii 


TRADE SNQUmm ANIROG 80ETWARE LTD 29 WEST HILL DARTEORD KENT (0322)92613/8 

MAH ORDER 8 HIGH STREET HORLEY SURREY 24 HOUR CREDIT CARD SALES HORLEY (02934) 6083 
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Colt, honey, I 
know you're worried. Standing 
on top of a burning skyscraper is 
not my idea of fun either but 
don't worry, help is on the way. 
Okay, we're going for a take and 
. . . action! Watch out for the 
helicopter, Colt. Here it comes. 
Get ready to leap up and catch 
hold of the skids, the chopper 
will carry you to safety on the 


next rooftop. Now, get ready 
and jum . . . er, right. Yeah, Har 
ry, you'd better circle round 
while Colt picks himself up. Take 
two and .. . action! Beautiful 
Colt, you've grabbed the skids 
you're dangling well, now wa 
till you're over the the next 
building and let go. Not yet- 
you're too high! Right, Harry 
we'll wait till the medico patches 
him up and go again. Take three 
Colt, the last one or the game' 
over for you. 


Okay, sweeties, 
now I want absolute quiet on the 
set. Where's that Seavers stunt 
guy? Ah, there he is. Colt, baby, 
this is a piece of cake. All you've 
got to do is jump onto this train 
from the top of the brick tunnel, 
then run along the carriage roofs 
and jump down onto the track at 
the end. What did I tell you, big 
guy, it's easy peasy. Okay, this is 
take one and. . . action! That's it, 
Colt, onto the first carriage, the 
train's moving, getting faster. 

; Move, baby, there's the tunnel 

i coming up and . . . oh, oh. Pick 
him up, boys, we'll go again. 
Take two and .. . action! Okay, 
Colt, you're moving well this 
time. Jump the carriages, leap 
the gaps, don't fall between 
I them . . . er, oops. Colt, babe, 
you know I love you but there's 
only three takes allowed for this 
scene and we've got a whole 
movie to do. Let's get on with it. 




ADY WHEl 


































% 


EJI I l*IIV 


BIG K brings you an exclusive location report 
from the set of Elite's new computer game pro 
duction of TV's THE FALL GUY 


- - - - - What's all that 

snow up there? Why, it's an ava¬ 
lanche effect, Colt, my little ici¬ 
cle. What would a mountain 
scene be without an avalanche? 
All you have to do once it starts 
is to get to safety without getting 
swept away. You must remem¬ 
ber doing something like this on 
that 'Bionic Guy' show you 
worked on. Right, quiet on the 
set and . . . action! That's it, Colt, 
move quickly. Cue the avalan¬ 
che! Hurry, Colt, it's coming up 
fast and ... oh, well. Send in the 
St. Bernard, we'll find Colt by 
morning. 

Colt, sweetness, you must 
know by nowthat we've only got 
three takes on each of these 
scenes, you've got to get it right 
first time. There's still the broken 
bridge over the flooded river, 
wing walking between two 
planes and the raging inferno to 
escape, to name but a few. You 
may think it's only a game but 
some of usfind it deadly serious. 


***£>“ ’ "I 
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Screen shots from pre-production 
Spectrum version of The Fall 
Guy. Below, screen 1, scene 1 — 
the train stunt. 


I viewed this new production of 
The Fall Guy with interest. 
Obviously a spin-off from such a 
popular television series would 
attract a lot of attention from 
fans of the stunt man and 
modern-day bounty hunter. But 
would they appreciate the depic¬ 
tion of their hero as a computer 
game character? 

The player is presented with a 
series of situations worthy of the 
Big Guy himself, which have to 
be worked through. However, 
the plotline becomes somewhat 
pedantic after a while as stunt 
follows stunt. The bounty hunt¬ 
ing activities of Colt Seavers are 
only exploited in the latter 
stages of the dozen screens 
available. 

The graphics present the play¬ 
er with constantly changing sce¬ 
narios and are of a high quality. 
Indeed the whole game stands 
up well to the many other TV 
adaptations that are proliferat¬ 
ing across computer screens at 
present. 

I think The Fall Guy has defi¬ 
nite box office potential but I re¬ 
serve my final judgementforthe 
moment. As of writing the pro¬ 
duction has obviously run over 
schedule because the producers 
were only able to show me a 
rough cut. I look forward to 
seeing the completed version. 


T HE Officially Licensed Computer Game 
Version of the TWENTIETH CENTURY 
FOX Television series featuring Lee Majors as 
THE FALL GUY. An ELITE Production for the 
48K Spectrum (£6.95) and Commodore 64 
(£7.95, £9.95 disc). 

Now showing at a computer software out¬ 
let near you. 






















Send a large 5.A.E. for our 

M5X LAUNCH PACK which includes a FREE GAME! 

Mr. Micro Ltd., 69 Partington Lane, Swinton, 
Manchester M27 3AL. Tel: 061-7 28 2282. 

TRADE ENQUIRIES WELCOME. 





































Discount 

Computer 

Software 


Registered No. 1795113 
Telephone: (0256) 51444 
16 Coates Close, Brighton Hill, 
Basingstoke RG22 4EE 


AMAZING SOFTWARE BARGAINS BY MAIL, 100’s OF TITLES AVAILABLE! 
TELEPHONE ORDERS WELCOME. WRITE OR RING NOW FOR FULL DETAILS 


Title 

SPECTRUM 

FOOTBALL MANAGER 
JUNGLE FEVER 
KONG 

MOON BUGGY 
SLAP DAB 

GALACTIC ABDUCTOR 

GALAXIANS 

MONKEY BIZNESS 

BIRDS & BEES 

PSYTRON 

POOL 

STAGECOACH 

BLACK KAWK 

DELTA WING 

TEST MATCH 

DERBY DAY 

HANDICAP GOLF 

THE WARLOCKS TREASURE 

OLYMPICS 

GRAND NATIONAL 

GLUG GLUG 

WAR OF THE WORLDS 

TERRAHAWKS 

L.S.D. 

TRITZ 

FIGHTER PILOT 
NIGHT GUNNER 
SEA HARRIER ATTACK 
JUNGLE TROUBLE 
SCUBA DIVE 
MONTY MOLE 
NIGHTFLIGHT II 
3D SPACE WARS 
HEATHROW 
3D LUNATTACK 
AVALON 

THE ALCHEMIST 

FINAL MISSION 

STOP THE EXPRESS 

VALHALLA 

PARAS 

RED COATS 

MUGSY 

THE HOBBITT 

ABERSOFT FOURTH 

HAMPSTEAD 

SHERLOCK 

BRAXX BLUFF 

KENTILLA 

FULL THROTTLE 

CODENAME MAT 

HAUNTED HEDGES 

TUTANKHAMUN 

PENGY 

LASERWARP 

AMERICAN FOOTBALL 

TRASHMAN 

MR WIMPY 

HUNCHBACK 

ESKIMO EDDIE 

CHINESE JUGGLER 

DALEY THOMPSON’S DECATHLON 

PAINT BOX 

SCREEN MACHINE 

SCRABBLE 

FLIGHT SIMULATION 

MATCH POINT 

BATTLEZONE 

3D ANT ATTACK 

THE SNOWMAN 

INFERNO 

MANIC MINER 

JET SET WILLY 

JACK & THE BEANSTALK 

ATIC ATTACK 

SNOOKER 

BLUE THUNDER 



RRP 

Our Price 

Supplier 

Inc. VAT 

Inc. VAT 

ADDICTIVE 

6.95 

6.00 

A&F 

6.90 

6.00 

ANIROG 

5.95 

5.00 

ANIROG 

5.95 

5.00 

ANIROG 

5.95 

5.00 

ANIROG 

5.95 

5.00 

ARTIC 

4.95 

4.00 

ARTIC 

6.95 

6.00 

ARTIC 

6.95 

6.00 

BEYOND 

7.95 

7.00 

C.D.S. 

5.95 

5.00 

CREATIVE SPARKS 

6.95 

6.00 

CREATIVE SPARKS 

6.95 

6.00 

CREATIVE SPARKS 

6.95 

6.00 

C.R.L. 

5.95 

5.00 

C.R.L. 

5.95 

5.00 

C.R.L. 

5.95 

5.00 

C.R.L. 

5.95 

5.00 

C.R.L. 

5.95 

5.00 

C.R.L. 

5.95 

5.00 

C.R.L. 

5.95 

5.00 

C.R.L. 

5.95 

5.00 

C.R.L. 

5.95 

5.00 

C.R.L. 

5.95 

5.00 

C.R.L. 

5.95 

5.00 

DIGITAL 

7.95 

7.00 

DIGITAL 

6.95 

6.00 

DURREL 

5.95 

5.00 

DURREL 

5.95 

5.00 

DURREL 

5.95 

5.00 

GREMLIN GRAPHICS 

7.95 

7.00 

HEWSON 

7.95 

7.00 

HEWSON 

5.95 

5.00 

HEWSON 

7.95 

7.00 

HEWSON 

7.95 

7.00 

HEWSON 

7.95 

7.00 

IMAGINE 

5.50 

5.00' 

INCENTIVE 

5.95 

5.00 

HUDSON 

7.95 

7.00 

LEGEND 

14.95 

13.00 

LOTHLORIAN 

5.95 

5.00 

LOTHLORIAN 

5.95 

5.00 

MELBOURNE HOUSE 

6.95 

6.00 

MELBOURNE HOUSE 

14.95 

12.00 

MELBOURNE HOUSE 

14.95 

13.00 

MELBOURNE HJOUSE 

9.95 

9.00 

MELBOURNE HOUSE 

14.95 

14.00 

MICROMEGA 

6.95 

6.00 

MICROMEGA 

6.95 

6.00 

MICROMEGA 

6.95 

6.00 

MICROMEGA 

6.95 

6.00 

MICROMEGA 

6.95 

6.00 

MICROMANIA 

5.95 

5.00 

MICROMANIA 

5.95 

5.00 

MICRO-GEN 

6.95 

6.00 

MIND GAMES 

9.99 

9.00 

NEW GENERATION 

5.95 

5.00 

OCEAN 

5.90 

5.00 

OCEAN 

6.90 

6.00 

OCEAN 

5.90 

5.00 

OCEAN 

6.90 

6.00 

OCEAN 

6.90 

6.00 

PRINT'N’PLOTTER 

8.25 

8.00 

PR 1 NT’N’PLOTTER 

8.25 

8.00 

PSION 

15.99 

14.00 

PSION 

7.95 

7.00 

PSION 

7.95 

7.00 

QUICKSILVA 

7.95 

7.00 

QUICKSILVA 

6.95 

6.00 

QUICKSILVA 

6.95 

6.00 

RICHARD SHEPHERD 

6.50 

6.00 

SOFTWARE PROJECTS 

5.95 

5.00 

SOFTWARE PROJECTS 

5.95 

5.00 

THOR 

5.95 

5.00 

ULTIMATE 

5.50 

5.00 

VISIONS 

8.95 

8.00 

R. WILCOX 

5.50 

5.00 


TO: DISCOUNT COMPUTER SOFTWARE. PLEASE ACCEPT MY ORDER FOR 
THE FOLLOWING PROGRAMS/SPECIAL OFFERS (STATE MACHINE) 

1 . 

2 . 

3 . 

4 . 

5... 

Make cheques payable to Discount Computer Software. 

Cheque No .For £ . 

Please debit my 

^Access No.Signed. 


Title 


RRP 

Our Price 

Supplier 

Inc. VAT 

Inc. VAT 

COMMODORE 64 




GUMSHOE 

A&F 

7.95 

7.00 

BEAMRIDER 

ACTIVISION 

7.95 

7.00 

DECATHLON 

ACTIVISION 

9.99 

9.00 

H.E.R.O. 

ACTIVISION 

9.99 

9.00 

PITFALL 

ACTIVISION 

9.99 

9.00 

PITFALL II 

ACTIVISION 

9.99 

9.00 

ZENJI 

ACTIVISION 

9.99 

9.00 

BEACH HEAD 

ACESS 

9.95 

9.00 

FOOTBALL MANAGER 

ADDICTIVE 

7.95 

7.00 

ROCKET ROGER 

ALLIGATA 

7.95 

7.00 

CHARTBUSTER 

ALLIGATA 

9.95 

9.00 

GAS KIT 64 

ANIROG 

14.95 

14.00 

P.C. FUZZ 

ANIROG 

7.95 

7.00 

KONG 64 

ANIROG 

7.95 

7.00 

SKRAMBLE 64 

ANIROG 

7.95 

7.00 

3D TIME TREK 

ANIROG 

5.95 

5.00 

FLIGHT PATH 737 

ANIROG 

7.95 

7.00 

CYBOTRON 

ANIROG 

7.95 

7.00 

ICE HUNTER 

ANIROG 

6.95 

6.00 

TWIN KINGDOM VALLEY 

BUG BYTE 

9.50 

9.00 

OMEGA RUN 

BUG BYTE 

7.95 

6.85 

DERBY DAY 

BUG BYTE 

7.95 

7.00 

STAR TRADER 

BUG BYTE 

7.95 

7.00 

WORLD CUP FOOTBALL 

ARTIC 

6.95 

6.00 

STRIP POKER 

U.S. GOLD 

9.95 

9.00 

ANKH 

BEYOND 

8.95 

8.00 

AZTEC 

BEYOND 

8.95 

8.00 

MR. ROBOT 

BEYOND 

8.95 

8.00 

JAVA JIM 

CREATIVE SPARKS 

7.95 

8.00 

CRICKET 

C.R.L. 

7.95 

7.00 

GLUG GLUG 

CREATIVE SPARKS 

7.95 

7.00 

HANDICAP GOLF 

CREATIVE SPARKS 

7.95 

7.00 

HAVOC 

DYNAVISION 

9.95 

9.00 

HARRIER ATTACK 

DURREL 

6.95 

6.00 

SCUBA DIVE 

DURREL 

6.95 

6.00 

KOKOTONI WILF 

ELITE 

7.95 

7.00 

PERCY THE POTTY PIGEON 

GREMLIN GRAPHICS 

7.95 

7.00 

TROLLIE WHALLIE 

INTERCEPTOR 

6.95 

6.00 

BURGER TIME 

INTERCEPTOR 

7.00 

6.00 

CHINA MINER 

INTERCEPTOR 

7.00 

6.00 

ARABIAN NIGHTS 

INTERCEPTOR 

7.00 

6.00 

REV. OF MUTANT CAMELS 

LLAMASOFT 

7.50 

7.00 

HELLGATE 

LLAMASOFT 

5.00 

4.00 

ANCIPITAL 

LLAMASOFT 

7.50 

7.00 

SHEEP IN SPACE 

LLAMASOFT 

7.50 

7.00 

THE HOBBITT 

MELBOURNE HOUSE 

14.95 

12.00 

ZIMSALABIM 

MELBOURNE HOUSE 

14.95 

12.00 

HIGHNOON 

OCEAN 

7.95 

7.00 

HUNCHBACK 

OCEAN 

6.90 

6.00 

STUNTBIKE 

OCEAN 

6.90 

6.00 

ROOMLORD 

PARAMOUNT 

6.95 

6.00 

ANT ATTACK 

QUICKSILVA 

6.99 

6.00 

MAGIC MICRO MISSION 

QUICKSILVA 

7.95 

7.00 

SEE SAW 

QUICKSILVA 

7.95 

7.00 

STRONTIUM DOG 

QUICKSILVA 

7.95 

7.00 

SUMMER GAMES 

QUICKSILVA 

14.95 

14.00 

TRAFFIC 

QUICKSILVA 

7.95 

7.00 

POTTIT 

ROMIK 

6.99 

6.00 

MANIC MINDER 

SOFTWARE PROJECTS 

7.95 

7.00 

ZAXXON 

SYNSOFT 

9.00 

8.00 

ARCHIPELAGO 

TALENT 

7.95 

7.00 

KALAH 

TALENT 

7.95 

7.00 

WEST 

TALENT 

9.95 

9.00 

LAZY JONES 

TERMINAL 

7.95 

7.00 

JACK & THE BEANSTALK 

THOR 

5.95 

5.00 

DISCOUNT HARDWARE INC. V.A.T. 

SPEC48K 



119.00 

SPECQL 



370.00 

COMMODORE 64 



195.95 

VIC 20 STARTER PACK 


98.00 

CASSETTE DECK 



29.95 

QUICKSHOTTII 



9.95 


16 Coates Close, Brighton Hill, 
Basingstoke RG22 4EE 

PLEASE STATE MACHINE 


Name 


Address 


enclosed 


ALL SOFTWARE & JOYSTICKS P & P FREE — HARDWARE £4.00 PER ITEM 


BK2 




























sound chip lurks inside every 
Commodore 64 and is, according to 
KIM ALDIS,.. more powerful than 
that of any other home computer/ 
But how do you get great sound out 

of it? Read on.. I 


different waveforms: sine, saw¬ 
tooth, pulse and noise. A quick 
butchers at diag. 2 gives an idea 
of how they get their names and 
the sort of noise they make. The 
noise waveform is just a mish¬ 
mash of random pulses and 
sounds like an elephant doing 
what elephants do best. 

Now the sound envelope. This 
is what governs how a sound 
starts, what it does when it's 
sounding and how it dies away. 
The envelope is split into four 
parts (diag. 3). ATTACK, the rate 
at which the sound builds to its 
peak volume; DECAY, the rate it 
falls to the SUSTAIN level which 
is the main part of the sound. 
Finally RELEASE which is how 
long the sound takes to die 
away. 

So now you know all about 
sound. Question is how to teach 


the Commodore about it? The 
chip responsible for the various 
burps, belches or whatever that 
the 64 can make is SID (Sound 
Interface Device on formal occa¬ 
sions). SID consists of a rather 
daunting array of 29 registers 
starting at location 54272, 27 de¬ 
dicated to making sound, the 
other two used for analogue 
joysticks. 

O.K., you've got 27 locations 
to muck about with, what do you 
do. First Law of Commodore 
Computing: 

PANIC 

Feel better? Now look at the 
problem logically. To start off 
we'll only look at simple sounds 
using one voice. For this you 
only need eight registers: Mode/ 
Vol (don't worry about Mode, 
we'll get to that at a later date) 
and the seven registers each 


voice needs to control wave¬ 
form and envelope characteris¬ 
tics. 

Cast the mincers overTable 1, 
which gives the layout of regis¬ 
ters for voice 1 plus the Mode/ 
Vol location at register 24. To 
save memory space The Big C 
tends to split some registers into 
two and use them as a sort of 
dual purpose register. Mode/Vol 
(register 24) is one of these, 
check the lower four bits control 
volume for all three voices 
which means a total of 16 set¬ 
tings, 0 to 15. The four high bits 
are for filtering which is for 
doublebrains so forget them for 
now. 

Working through the rest of 
the registers for voice 1, fre¬ 
quency is just a fancy word for 
how high or low the note 
sounds. This uses two registers: 
frequency low and frequency 
high. The best way of looking at 
these is to think of the two as a 
double-sized byte (a 'word') as 
in diag. 4. This arrangement 
means you can whop a bigger 
number into the frequency of 
the note and so get a wider 
range of sound. 

Pulse width high and low 
operate on the same principle 
but control the pulse width for a 
square wave. We'll come back to 
that later. 

The next register gets interest¬ 
ing. Look at diag. 5. The top four 
bits of the Control register dic¬ 
tate the waveform or type of 
sound you get. Don't worry ab¬ 
out bits 1 to 3, they get used for 
things like ring modulation and 
synchronising with other voices. 
Bit 0, however, does concern us. 
This is the GATE bit which 
switches the envelope gener- 


SOUND ON the Commodore is 
not hard. Who said that? Confine 
him to the nether regions of the 
North Sea with his feet encased 
in concrete and a knot in his 
neck. Nothing you do on the 
Commodore is particularly easy 
but you can make it easier. If you 
buckle down and approach the 
problem in an organised man¬ 
ner the machine is capable of 
some extraordinary things. Take 
sound for instance. Young Sid 
the sound chip is probably more 
powerful and versatile than that 
of any other home computer. 
Three voices, a choice of four 
waveforms, three types of filter¬ 
ing, ring modulation and en¬ 
velope control all combine to 
give control over the type of 
sound you can make. On rare 
occasions it's even been known 
for Sidney to speak. 

The great secret to easy use of 
the SID chip is an understanding 
of the seemingly vast number of 
control registers and a reason¬ 
able knowledge of how sound 
works. 

Let's have a look at the nature 
of sound first. The tonal quality 
of a noise is governed largely by 
its waveform. A detailed ex¬ 
planation would fill a fair-sized 
book but for now it's enough to 
accept that a waveform is a 
graphical plot of amplitude (how 
loud) against time (diag. 1). The 
Commodore can generate four 
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ator in and out. When this bit is 
set the envelope generator is 
'gated' or triggered and the 
ATTACK/DECAY/SUSTAIN cycle 
of the envelope is started. Clear¬ 
ing the bit initiates the RELEASE 
cycle and the sound starts to die 
away. Easy, innit? Set the bit to 
start the sound, clear the bit to 
stop it. But don't forget to set the 
waveform first. 

Before you can start and stop 
an envelope, you need an en¬ 
velope to start and stop which 
brings us to the last two regis¬ 
ters in Table 1, ATTACK/DECAY 
and SUSTAIN/RELEASE. You 
guessed it, they contain the en¬ 
velope parameters. Again, the 
Commodore does a bit of space 
saving by cramming two para¬ 
meters to a byte as in diag. 6. 

Once you've got that lot clear 
in your mind the rest is fairly 
straightforward. The basic proc¬ 
edure for making a sound runs 
roughly as follows: 

1. POKE the frequency (regs. 1 
and 2) 

2. Then the waveform (reg. 4) 

3. Now set up the envelope 
parameters in regs. 5 and 6 

4. POKE a volume into reg. 24 

5. Set the GATE bit in reg. 4 

6. Go into a FOR ... NEXT loop 
for as long as you want the 
sound to last and then — 

7. Clear the GATE bit. 

That's what you do and Prog. 

1 is how you do it. Changing the 
values in lines 30 to 60 will give 
you different noises. 

Lastly, we come back to the 
square wave pulse. You may 
well have tried to run Prog. 1 
with a square wave and got no¬ 
thing from it. That's because a 
pulse width has to be put into 
registers 2 and 3. The pulse 
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Register 

Table 1 

Register name 

0 

Frequency Low 

1 

Frequency High 

2 

Pulse Width Low 

3 

Pulse Width High 

4 

Control Register 

5 

Attack/Decay 

6 

Sustain/Release 

24 

Mode/Vol 



The Envelope Registers 



width is the width of a square 
wave as shown in diag. 7. So go 
ahead and put one in. If you've 
understood most of what's gone 
on so far you should have no 
problem in adapting prog. 1. 

In case you're wondering 
what the other 21 registers have 
got to do with all this, bear in 
mind that there are more voices 
so registers 0 to 6 are duplicated 
over registers 7 to 20. The rest 
are for filtering af sound and 
reading the analogue port. I'll 


cover these later in the series. 

As an added bonus (value for 
money is the name of the game 
in this mag), prog. 2 is a short 
utility for making sounds. All the 
sound parameters are displayed 
as you changethem and instruc¬ 
tions are displayed on the 
screen, so go ahead and keep 
the neighbours awake for a 
while. They've got to get up in 
the morning anyway, so who 
cares? 




































































DUCKWORTH 
HOME COMPUTING 

ADVANCED BASIC & MACHINE CODE FOR THE 64 

by Peter Gerrard 

For the more serious user of the Commodore 64, this book teaches you all 
about programming in Machine Code, with sections on double precision 
arithmetic and animation, along with a series of chapters on using the special 
features of the Commodore 64. 

The all-important link to Basic is not forgotten, and the opening chapters form 
a guide to improving your Basic programming techniques, along with many 
program examples. Peter Gerrard, former editor of Commodore Computing 
International, is author of Using the 64 and a regular contributor to Personal 
Computer News, Which Micro? and Software Review and Commodore 
Horizons. £6.95 

40 BEST MACHINE CODE ROUTINES FOR THE 64 

by Mark Greenshields 

Provides 40 excellent machine code routines which can be incorporated into 
both Basic and machine code programs. The routines include useful utilities, 
such as the following. Print at: no more need for those weird cursor symbols! 
Move: move an area of memory to another area. Pause: stop a listing at any 
time by pressing the shift key. Function keys: program the function keys. 
Copy: copy any part or all of the character ROM into RAM. Doke: POKE a 16 
bit number into memory. Deek: PEEK the 16 bit number. List alter: list 
programs in any width to screen or printer. Old: recover a NEWed program. 
Invert: invert all or part of the high res screen. Organ: play music while 
running another program. Scroll message: scroll a message across the screen 
while running another program. Flash characters: put flashing text on the 
screen. Split screen: divide the screen into text and high res. Sound: make 
sounds easily without pokes. Envelope: allow complex sounds to be created 
without pokes. A listing of Extramon is also included. Mark Greenshields is 
the author of Mastering the Commodore 64 and Mastering Machine Code 
on the 64, and a regular contributor to Your 64. £5.95 

Write in for a full descriptive catalogue (with details of cassettes). 



DUCKWORTH 

The Old Piano Factory, 43 Gloucester Crescent, London NW1 7DY 
Tel: 01-485 3484 


MAIL ORDER ADVERTISING 

British Code of Advertising Practice 

Advertisements in this publication are required to conform to 
the British Code of Advertising Practice. In respect of mail order 
advertisements where money is paid in advance, the code 
requires advertisers to fulfil orders within 28 days, unless a 
longer delivery period is stated. Where goods are returned 
undamaged within seven days, the purchaser's money mustbe 
refunded. Please retain proof of postage/despatch, as this may 
be needed. 

Mail Order Protection Scheme 

If you order goods from Mail Order advertisements in this 
magazine and pay by post in advance of delivery, BIG K will 
consider you for compensation if the Advertiser should become 
insolvent or bankrupt, provided: 

(1 )You have notreceivedthegoodsorhadyourmoneyreturned; 
and 

(2) You write tothe Publisher of BIG Ksummarising the situation 
not earlier than 28 daysfrom the dayyousentyour order and not 

later than two months from that day. 

Please do not wait until the last momentto inform us. Whenyou 
write, we will tell you how to make your claims and what 
evidence of payment is required. 

We guarantee to meet claims from readers made in accordance 
with the above procedance as soon as possible after the 
Advertiser has been 
declared bankrupt or insolvent. 

This guarantee covers only advance payment sent in direct 
response to an advertisement in this magazine not, for example, 
payment made in response to catalogues etc., received as a 
result of answering such advertisements. Classified advertise¬ 
ments are excluded. 


CONTINUED FROM 69 



10 REM ***** SOUNDNAKER ***** 

20 REN********************** 

30 GOSUB 500; REN SET UP UARIABLES 

40 KE=PEEKC197 3 

50 IF KE-60 THEN GOSUB 600 

60 GOSUB 800 

70 GOTO40 

80 REN 

90 REN********* SET UARIABLES ********** 
500 SID=54272 

510 FOR 1=0 TO 29:POKE SID+I,0:NEXT 

520 AT=8:DC=10:SU=15;RL=10 

530 FL = 100;f r H = 10;PL = 100;PH=0 

540 HU = 16 

550 NL=500;UL=15 

555 SN=1 

556 SN$C0)="UP";SN$C13="DOWN" 

560 GOSUB 2000.REN SET SCREEN 
570 RETURN 

580 REN 

590 REN ******* NAKE A SOUND *********** 
600 POKE SID+24 , UL 

605 POKE SID+24 , UL 

606 AD=A2+DC:SR=S2+RL 

607 POKE SID+2 ,PL:POKE SID+3,PH 
610 POKE SID,PL.POKE SID+1,FH 
640 POKE SID+5 ,AD.POKE SID+6,SR 
650 POKE SID+4 , WU+1 

660 FOR 1=0 TO NL•NEXT 
670 POKE SID+4,WU 
680 RETURN 
690 REN 

700 REN******* UPDATE UARIABLES ******** 
800 IF KE =4 THEN AT = CAT+13*ABSCAT<>153 
810 IF KE =5 THEN DC = CDC+13*ABSCDC<>153 
820 IF KE =6 THEN SU = CSU+1 3*ABSCSU<>15 3 
830 IF KE =3 THEN RL = CRL+13*ABSCRL<>153 
840 A2 = C CAT AND 13+CAT AND 23+CAT AND 4 3 
+ C AT AND 833*16.IF A2=0 THEN A2 = 16 
850 S2=CCSU AND 13+CSU AND 23+CSU AND 43 
+CSU AND 833^16.IF S2=0 THEN S2=16 
870 GOSUB 1500.REN PRINT OUT PARANETERS 
880 IF KE =9 THEN UU=CWU*2 3*ABSCWU<>128 3 
890 IF WU=0 THEN UIU = 16 



900 IF KE =41 THEN PL=PL+SN*10. I FPL>=255 

THEN PL=0.PH=PH+SN 

1000 IF PH> = 16 THEN PH = 16 

1002 IF PL<0 THEN PL=255. P H =PH-1 

1003 IF PH<=0 THEN PH=0 
1010 IF KE =40 THEN SN=-SN 
1020 IF KE =21 THEN FL=FL+SN*10 

1030 IF FL> =255 THEN FL=0; RH=FH+SN 

1031 IF FL<0 THEN FL=255.PH=FH-1 

1040 IF FH> =255 THEN FH = 255 

1041 IF FH< =0 THEN FH = 0 
1050 RETURN 

1060 REN 

1070 REN****** PRINT PARANETERS ******** 
i500 PR I NT" SJ‘• SN$ C ABSC SN =-1 33 
1505 PRINT TABC103,AT,CHR$C 157 3," " i T AB 

C 30 3;DC;CHR$ C157 3; ' " 

1510 PRINT.PRINT TABC103,SU,CHR$C1573, ' 
";T6BC303,RL;CHR$C1573, 1 " 

1520 PRINT.PRINT TABC103,PH,CHR$C1573, ' 
",TABC303,PL,CHR$C1573, ' " 

1530 PRINT.PRINT TABC103;PH;CHR$C1573, ' 
">T6BC303,PL,CHR$C1573, ' " 

1540 PRINT. PRINT TABC 10 3, UlU, CHR$C 157 3, ‘ 

1550 RETURN 
1560 REN 

1570 REN***** INITIALISE SCREEN ******** 
2000 PR I NT" sj‘ • REN CLR/HONE 
2010 PRINT"P1-ATTACK F3-DECAY" 

2020 PRINT.PRINT"F5-SUSTAIN F7-RE 

LEASE" 

2030 PRINT.PRINT" P-HIGH F-L 

0" 

2040 PRINT.PRINT" P-HIGH P~L 

0" 

2050 PRINT.PRINT" WAUEF0RN " 

2060 PRINT.PRINT'ccccccccccccccccccccccc 
cccccccccccccccc" 

2070 PRINT.PRINT" USE W TO ALTER WAUEF0R 
N PRINT.PRINT" P TO ALTER PULSE" 

2080 PRINT.PRINT" F TO ALTER FREQUENCY" 
2090 PRINT.PRINT" PUNCTI0N KEYS TO ALTER 
ENUELOPE" 

2100 PRINT.PRINT" SPACE TO PLAY A NOTE" 
2110 PRINT.PRINT"+ TO INCRENENT OR DECRE 
NENT" 

2120 RETURN 
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TURBOCHARGE 
YOUR SPECTRUM 


Outperforms any Spectrum interface 

TnO I mini i ch Ti irtao f rr\mr\ Dom rrii /ap \ /ai i ^11 ^^.11 Ji L^i l: Aor *1 a r\r~r\r~ a / a i 


The unique Turbo interface from Ram gives you all these 
features - and more - in one unit: 


Or call our credit card hot line on 02514 25252. (Access and 
Visa welcome). 

* A variety of interfaces including Rom cartridges, two 9-way D plugs ^ Electronics ( Reet ) Ltd - 106 Fleet R oad, Fleet, Hampshire 

for standard joysticks, PLUS full expansion bus at rear. 


# Compatible with Kempston and Protek protocols. 

# Works with latest Quickshot Mk II auto rapid-fire joysticks! 

# Choice of Rom cartridge or tape cassette software. 

# Instant program loading with cartridge software. 

# Built-in power safety device - unique to Ram Turbo. 

% Full one year guarantee. 

$ Immediate availability - 24 Hndespatch on receipt of 
P0./credit card details (cheques-seven days) 

% Incredible value - only £22.95. 

So don’t wait around - simply complete 
the coupon and send it to us today. 


r 




Please send me: 

-Spectrum Turbo Interface® at £22.95 

+ £1 p+p (overseas orders £3 p+p) 

_Quickshot II Joysticks) at £9.95 

(Only when purchased with Turbo-normally £12.95 + £1 p+p) 

I enclose cheque/postal order or charge my Access/Visa for £_ 

E33QLLLL 

Name_ 

Address_ 


Tel. 


To: Ram Electronics (Fleet) Ltd, 106 Fleet Road, Reet, Hampshire GU13 8PA. j 

______ BIG K 1 

Trade and export enquiries welcome. 

































The New Force in Software 



FOR 48K SPECTRUM 
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GAMES WORKSHOP is the UK's largest fantasy and adventure games com¬ 
pany, with ten years experience behind it. Now we're using our expertise to 
create the best in computer games, and the first three are BATTLECARS, 
D-DAY, and TOWER OF DESPAIR - each with over 90K of programming! 
BATTLECARS is the deadly sport of the future...arm your battlecar with 

I your chosen weapons, and 
se * ect Y° ur battleground; a 
jsjHl 7 gruelling speed circuit or a 

■RfJ town centre labyrinth, 

BATTLECARS is a one or two 
player game of skill, nerve and 

9 * D-DAY is a superb graphic 

* m fllf] wargame based on the Nor 

=| l£SSf * \* j| Ji'VJi, mandy landings of 1944. Two 

_ _I players take the Allied and 

German sides, battling through four seperate scenarios. D-DAY offers an 
enduring tactical challenge to players tired of simple arcade action. 

In TOWER OF DESPAIR, Games Workshop has used its ten years of experi 
ence in role-playing games to create an outstanding adventure. It includes 
two entire 48K programs, and a guide containing a history, map, and illus¬ 
trated clues. 

FOR 48K SPECTRUM AND SHORTLY FOR THE COMMODORE 64 

£7.95 EACH FROM ALL GOOD SHOPS OR DIRECT FROM: 

MAIL ORDER DEPARTMENT,GAMES WORKSHOP LTD., 

27 - 29 SUNBEAM ROAD,LONDON NW10. 
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T222EEZ 


Without warning the alien ships 
invade your galaxy. Can your 
SENTINEL space stations delay 
the enemy long enough for you to 
prepare the planetary defences? 


Your FIRE FLASH guided missiles 
must destroy the incoming 
Interplanetary Ballistic Missiles fired 
from the alien ships standing off 
in deep space. Only your 
command skill can beat off the 
attack so that you can ... 


Xl-x 
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... launch PROTEUS, your attack 
craft, to clear your galaxy of the 
enemy. Armed with guided 
missiles you can attack in safety 

or can you??? 


You finally reach the alien 
home planet where you must 
destroy their base to win 
. the FINAL BATTLE1 


Space Odyssey is four complete arcade-style adventure games suitable 1 
for 16K and 48K Spectrums. Written in machine code to give high \ 
performance graphics, each game is a complete space battle as 
well as being part of the greatest space adventure ever played. 

You choose the scene and make the command decisions. 

But be warned! The Aliens fight back! 

Space Odyssey comes as a 4 cassette pack 
complete with all playing instructions 
and is available only from 


To: Abacus Programs. FREEPOST. Swansea SA5 5ZZ 


Please send me 


Space Odyssey on 4 cassettes (as illustrated). 




716 Llangyfelach Road. Treboeth, 
Swansea SA5 9EL. 

Tel: 0792 799193. 


enclose £14.95 each (including postage and packing). 

I enclose cheque/postal order for £_ 

• Please debit my Access card no: i_i_ . ■ . ■ ■ 


Signature: 


Name: Mr/Mrs/Ms . 
Address:_ 


Postcode:. 


PLEASE ALLOW UP TO 7 DAYS FOR DELIVERY 
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STANDS for 'Computer 
Aided Design'. Put more 
simply it means drawing pic¬ 
tures with a computer and it's 
a fun thing to mess around 
with. 

Looking around the racks 
of Rip-Off Software Inc. it 
doesn't take a great deal of 
savvy to suss that every CAD 
package available is 'power¬ 
ful, easy to use and versatile'. 
They also cost over twenty 
crisp oncers and they're 
usually in BASIC. Which is 
one reason for the existence 
of Graph-Pac. 

First of all don't be put off it 
by the voluminous instruc¬ 
tions. For the most part the 
only keys needed are the red 
function keys so all you need 
to do is slip a strip (poetry, 
geddit?) of key names under 
the plastic bit and there 
should be no problem. Any 
other keys are fairly obvious; 
COPY saves or loads a screen 
from tape, Q (for quit) gets 
you out of the program, etc. 

The program centres 
around a technique known as 
'Rubber Banding'. An ani¬ 
mated line stretches from a 
fixed point to a cursor whose 
position is controlled by a 
joystick. Once you're happy 
with the position of the line 
press the fire button and the 
line is 'fixed' in position, the 
new fixed point being moved 
to the cursor position. If you 
don't have a joystick then 
invest in one. Believe me it's 
worth it for speed and ease 
of use. 

Looking at the function 
keys first, starting from the 
top and working down: 

F9 is used to draw ellipses. 
The joystick is used to control 
a rectangle which defines the 
limits of the major and minor 
axes of an ellipse (which is a 
flash way of saying an ellipse 
fits in the box). Get the rec¬ 
tangle to the size of ellipse 
you want and press the fire 
button. The rectangle disap¬ 
pears and an ellipse takes its 
place. You can have the 
ellipse rotated left or right, 
using the '<' and '>' keys to 
rotate the box before it's fixed 
and the origin (at the centre) 
can be moved along the x and 
y axes using the cursor keys. 

Rectangles are drawn using 
the f8 key. Exactly the same 
as the ellipse key but a rec¬ 
tangle is produced. It can be 
rotated and have its origin 
moved in the same way as 
the ellipse. 

Function key 7 is used to 
position text on the screen. 
After pressing f7 just enter 
text which will appear at the 
cursor position. Move it 
around with the joystick and 

_ 


... Is KIM 
ALDIS, who's 
thrown out his 
paint-daubed 
smock, his 
palette (and 
his onions) 
and produced 
a snappy and 
versatile CAD 
(Computer 
Aided Design) 
package for 
BIG K Beeb 
owners. 

You've 
heard of 
MAGRITTE? 
Neither has 
Aldis 


f 

f 

r 

r 

r 

jr 

r 

jr 

r 

r 

r 

r 

r 

r 





rrrrrrrrrrrr 



I 


use the fire button to fix it. A 
useful point to remember is 
that CTRL H, I, J and K can be 
used to move back, forward, 
down and up respectively. 
This means you can have 
vertical or diagonal text. If 
you've defined characters 
using the character definer 
(more of that later) these are 
in the function keys in the 
order you defined them (fO 
first character, fl second etc.). 
Just press them, you'll see. 

Logically displayed colours 
can be changed using f6. This 
uses the VDU19 command 
and might need some exper¬ 
imentation. The routine 
expects numbers which must 
be input using the function 
keys. A list of logical colours 
is shown on page 165 of the 
User Guide. I'm sure you 
don't need wet nursing 
through it; just follow the 
prompts as they appear. 

Coordinates of the cursor, 
current rubber band length 
and angle from the horizon¬ 
tal can be displayed using f5. 
Useful for accurate position¬ 
ing of lines. 

Line colour (and fill colour, 
more later) is changed using 
f4. Again this expects a num¬ 
ber from the function keys. 
Check page 165 of the BBC 
Bible for the numbers of the 
colours. 

F3 gives you an eraser. Be 
careful with this if you're 
working on something 
important. What happens is 
the cursor is replaced by a 
small triangular shape. This 
systematically demolishes 
anything it passes over in 
much the same way as a pen¬ 
cil eraser. Once it goes you 
can't get it back. Press the fire 
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button to get rid of it. 

After you've mucked about 
with the rubber band for a 
while you'll probably realise 
it's a pain having each line 
connected to the previous 
key. Key f2 solves this by 
turning the line on and off. 
Once the line is off move the 
cursor to a new position and 
press the fire button. Turning 
the line on again will show 
that the new start position is 
the cursor position. (Sounds 
confusing? Try it, you'll soon 
get the hang of it). It's a good 
idea to have the cursor on 
while you're doing this so you 
know where you are. The 
cursor is toggled on and off 
by fl. 

Function key 0 is fun. This 
is the fill routine. Position the 
cursor anywhere inside a 
shape and press fO. The shape 
fills with the current line 
colour. The routine only fills 
black areas and be careful that 
the area you fill is fully 
bounded by lines or blocks of 
colour. If notthefill will bleed 
over the screen boundaries 
and tie itself in knots. If this 
happens just wait a while, it 
gets fed up after ten minutes 
or so and stops but it's a real 
pain waiting. 

That just about ties up the 
function keys, which leaves 
us with a few others dotted 
about the keyboard. Pressing 
ESCAPE clears the screen 
after checking that you really 
mean it. If you do, press 'Y' 
when it asks you; if not, any 
other key will do. The cursor 
keys are used for moving the 
origin of the rubber band and 
COPY takes you into 
load/save to preserve your 
precious masterpieces. Just 
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follow the prompts. Pressing 
ESCAPE will abort. 

Unfortunately there was no 
room left for a printer dump 
and anyway, different people 
have different printers. 
Pressing 'Q' lets you out of 
the program without 
destroying the screen image 
so you can run your own 
printer dump. Typing 'RUN' 
gets you back into Graph-Pac. 

The 'TAB' key lets you 
define characters which can 
be put on the screen in text 
mode (f7). As mentioned ear¬ 
lier your characters are stored 
in the function keys in the 
order you define them. The 
procedure is simple enough, 
after pressing the 'TAB' key 
you will see a small area in 
the bottom right of the screen 
with a small cursor in it. Use 
the cursor keys to move the 
cursor around and the 
'SPACE' key to make or 
unmake a mark (each char¬ 
acter is made of an eight by 
eight matrix). When you are 
happy with your design press 
the 'TAB' key again. 

Finally there is a textured 
fill, of sorts, which is rather 
fun to muck about with. It's 
toggled in and out by press¬ 
ing 'T' (for texture) and all it 
does is stop the rubber band 
from erasing itself before it 
moves. The result is a rather 
pleasing moire effect. 

The listing is in two parts. 
Type in the first part and save 
it. Type in the second part, 
save it as 'GP2' after the first 
part and run the first part 
which chains the second part. 

And that just about sums it 
up. If it seems confusing don't 
worry — it's a lot easier than 
it looks. 
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DORKSLAYER! 




Been exposed to any gamma radiation lately? 


Had a radioactive spider bite you? Then you 


could appear in a Scott Adams adventure! 


STEVE KEATON probes the new quest for comic 


superstars 


UPON THE silver screen a 
man-mountain called Arnold 
poses dramatically. Triceps 
baking in the Mexican sun, 
he raises his broadsword high 
above his head and glowers. 
Around him, Sara Douglas’ 
surly thugs (no doubt recog¬ 
nising this stance as a pre¬ 
lude to much physical dam¬ 
age) groan with dismay. An 
ambush, they realise, was not 
the wisest of moves. With a 
grunt Schwarzenegger 

punges forward and severed 
eads and sundry organs fly 
Carelessly into the air. The 
audience whoop in wide-eyed 
delight. 

The movie of course is Con- 
n the Destroyer , to my mind 
e finest attempt yet to cap- 
re the real glory of Sword 
d Sorcery on film and indis- 
jnsible viewing for 
rlhchair adventurers. Why 
though, I wonder in these 
days of rampant licensing has 
the genre’s premier hero gone 
unconverted? I mean, Conan 
would be a natural for his own 
adventure series! As if in 
agreement Arnold swings a 
size of a small truck 


and a passing horse crumples 
into an undignified heap. 

An hour or so later, follow¬ 
ing a climactic battle with one 
of Carlo Rambaldi’s grosser 
special effects, I muse further 
on the subject. Surely the 
Marvel Comics Group, whose 
innumerable Conan publica¬ 
tions have done much to 
popularise the character, 
could adapt him? Their recent 
coupling with Scott Adams’ 
Adventure International 
company — for the Quest- 
probe adventure game series 
— certainly gives them the 
machinery (the late Robert E. 
Howard’s estate notwith¬ 
standing). I put this to Mike 
Woodruff, of Adventure In¬ 
ternational’s UK appendage, 
Calistro. 

“Conan?” he exclaimed, 
dashing my hopes with a 
brick, “I think that’s unlikely. 
He’s certainly not due to 
appear in any of the Quest - 
probe games. We’ll only be us¬ 
ing characters from the stan¬ 
dard Marvel Comics Uni¬ 
verse, like Spider-Man, The 
Hulk and the Fantastic Four. 
It’s a themed series and I 
mean, there’s no way that 
Spider-Man is likely to meet 
Conan is there?” he chortles 
knowingly. 

Of course that’s highly 
possible in Marvel’s many 
team-up titles but his point is 
clear. Questprobe is strictly 
for the superhero brigade. 
Closet Cimmerians like my¬ 
self it seems have been left 










































out in the cold. Some people 
clearly have no vision. 

As this issue of BIG K 
shambles aimlessly on its 
way toward the printing 
press details are sparse on the 
new Questprobe game, 
Spider-Man. It’s only a third 
complete. “All I can reveal,” 
says Mike “is that the adven¬ 
ture co-stars Madame Web 
and the Sandman as well as 
some of the best graphics yet 
seen on a home micro. We’ve 
developed a special graphics 
routine for it which will en¬ 
able us to make the most of 
available memory. As with 
The Hulk it’ll be available for 
a host of machines. In addi¬ 
tion to the Spectrum, 
CBM64, Atari (32K/48K 
disc), Apple (disc), Dragon 32, 
TRS80 and BBC we aim to 
produce a version for the Am- 
strad and possibly MSX. 
We’ve a team of two program¬ 
mers and three artists work¬ 
ing on the U.K. conversions.” 
Mysterious Adventures’ 
mainman, Brian Howarth 
who was originally mooted to 
convert the games left the 
project some time ago. 

“Initially Scott Adams 
writes all his adventures in 
test-only form on his 48K 
Model 1 Tandy ,” continues 
Mike. “Then he forwards 
them to Marvel for story 
approval and illustrations; a 
Marvel artist draws each 
scene in the game. The final 
coding is then done in Florida 
(Atari, Apple, CBM disc ver¬ 
sions) and the U.K. Inciden¬ 
tally, Scott has actually rede¬ 
signed the interpreter in his 
adventure-generator for 
Spider-Man , to allow for full 
sentence input. It’s the first 
time he’s offered more than 
the usual verb/noun format 
in one of his adventures!” 

Adams is of course some¬ 
thing of a coffee-table name 
amongst Dorkslayers. 

However his initial reluct¬ 
ance to cater for the U.K. 
market has left him less than 
well played. I suspect I’m not 
alone in claiming my intro¬ 
duction via The Hulk\ It’s a 
game that’s been steadily 
driving me off my trolley 
since its release. Has anyone 
else had trouble with the ants, 
oris it just me? 

Spectrum, CBM64 and 
Apple/Atari owners will have 
enjoyed the best Hulks as 
these are the only versions to 
feature both text ‘n’ graphics. 
Regular readers will no doubt 


be amazed at this statement 
knowing of my well 
documented dislike for 
graphic adventures! But for 
once I actually believe that 
the art adds to the gameplay. 

Thirty individual drawings 
are featured and these are 
augmented to great effect by 
a number of stylish overlays. 
A barren terrain frinstance 
is suddenly made to sprout 
anthills and then giant ants 
(curse ’em!) Such invention 
more than compensates for 
Scott’s stilted, prehistoric 
prose style. 

Initially bound to a chair in 
the guise of puny Bruce Ban¬ 
ner you must bust loose and 
ransack the Chief Examin¬ 
er’s dodgy dimension for 
glowing gems (dunno why). 
The Chief Examiner by the 
way is the overseer of the en¬ 
tire Questprobe series. Hav¬ 
ing successfully trashed the 
chair you’re well on your way 
to encountering former su¬ 
perhero colleagues Doctor 
Strange and Henry Pym 
a.k.a. the Ant Man (a role 
Pym actually gave up some 
time ago) as well as some 
grade A villains like Ultron. 


and Nightmare. A Quest¬ 
probe comic (which must be 
said is fairly dire) sets the 
scene for the game. 

Much as I like The Hulk 
though, I don’t really think it 
cuts much ice as a genuine 
Marvel Comics spin-off. Try 
and smash the place up in the 
grand green tradition and 
you’re curtly told that ‘the 
Hulk (tm) is no vandal’. 
Clearly an untruth! However 
Woodruff is adamant that the 
series is authentic! “We’ve a 
big comic collection in the 
office and our main artist, 
Teoman Irmak is what you 
might call a ‘True Believer’. 
‘The Official Handbook of the 
Marvel Universe’ is our bible. 
We use it as a reference 
source to avoid any embar¬ 
rassing mistakes.” 

This might explain why the 
seems free of any excep¬ 




tionally silly bugs. A shame 
as I’ve always regarded blun¬ 
ders as plus points. I can only 
advise frustrated (Spectrum) 
Hulkers not to beat the EN¬ 
TER key (with their heads) 
too often as you’ll find your¬ 
self locked into a ‘I can’t do 
that . . . yet!’ cycle. Even 
suicide brings no release. 
Keep banging away and the 
game NEWs itself. If anyone 
finds a more notable gaff let 
me know. 

While unusual the Marvel/ 
Adventure International col¬ 
laboration is by no means un¬ 
ique. The precept was set 
some time ago in the States 
by Marvel’s comic rivals, DC 
and Atari — then both owned 
by Warner Communications. 
The two shared a relationship 
that stretched back through a 
number of early releases for 
the elderly 2600 VCS. Titles 
such as Berserk , Defender 
and Star Raiders were all 
packaged with free half-size 
comic books. This crossover 
peaked with the release of the 
multi-cart graphic adventure 
Swordquest , a set of games 
not unlike the Raiders cart in 
^style. The comics actually 
lelped flesh-out the 
Videogames, adding plot and 
fmotive to the four ROM epi- 
Tsodes. They also contained 
* clues, significant as Atari 
were offering an astonishing 
$150,000 worth of prizes to 
those that could solve th£ 
series. The challenge never 
made it across the pond. 

$ot to be outdone Marvel/ 
btt Adams are also offering 
prize, although they’re 
jfing it y cagey at the mo- 
*mne knows what it 
"another three years 
orobejS^lfto run it 
^good! Shame 
l though . . . 





























COMMODORE64' SPECTRUM • BBC • OR1C • DRAGON "TANDY 


IF YOU THINK YOU'VE GOT 
THE BETTER OF YOUR COMPUTER, 
YOU'D BETTER THINK AGAIN.... 


I OTHLORIE N 


CONFRONTATION 

Build-on game that offers a basic format 
for any modern, non-nuclear conflict. 
Contains a modern European scenario 
with facility to create others of your 
choice using air and land forces. 
Two-player game. 

Spectrum 48K £7.95 

DDfVD £795 


RED BARON 

Offers the excitement of arcade action 
but requires the tactical thought of war 
games. Pit your biplane against one or 
two of the Kaiser's aces in this aerial 
combat game. 

Spectrum 48K £5.95 


BATTLEZONE 2000 

Futuristic wargame. 
Your tanks, missile 
launchers, infantry etc. 
have to destroy an all 
powerful computer- 
controlled battle machine. 
Can you save Planet Earth? 
BBC-B £6.95 


DREADNOUGHTS 

Suspense-filled high seas drama as the 
pride of the German Grand Fleet is locked 
in battle with the Royal Navy. 

Two-player game. 

Spectrum 48K £5.95 


PARAS 

Dramatic all-graphics campaign. 

Your hand-picked force has dropped 
behind enemy lines to capture a strategic 
river crossing. Two versions of the game 
with ten levels of play. 

BBC-B £6.95 

Spectrum 48K £5.95 

Oric 1 48K (coming soon) £6.95 


■graph! 


JOHNNY REB 

There's still plenty of fight left in 
Confederate South as each side i 
forces to manoeuvre on a full- 
battlefield. Play against the compi 
challenge a friend. 

Spectrum 48K 
Oric 1 48K 
BBC-B 

Dragon 32/Tandy Colour 32K 
Commodore 64 (coming soon) 


Available from John Menzies, Lightning Dealers and better 
software shops or dip the coupon for fast delivery. 


F 


Please send me (tick box) 


Johnny Reb 


Confrontation 


Red Baron 
Paras 


Spectrum 48K 
BBC-B 

Spectrum 48K 
BBC-B 
Spectrum 48K 
Oric 1 48K (coming soon) 


£7.95 


£7 95 


£5.95 


£6.95 


£5.95 


£6.95 


Spectrum 48K 
Oric 1 48K 
BBC-B 

Dragon 32/Tandy 
Colour 32K 

Commodore 64 (coming soon) 

Dreadnoughts Spectrum 48K 
Battlezone 2000 BBC-B 


£5.50 . 
£6.95 : 
£6.95 ; 


£6.95 


£6.95 


£5.95 ^ 


£6.95 


Free colour catalogue listing all Lothlorien games □ 


I enclose a cheque/P.0. for £_ 


Please debit my Access No._ 
Name_ 


_made payable to M C Lothlorien. 
_/_Signed_ 


Address- 


Send to: M C Lothlorien, Dept. 
Poynton, Cheshire SKI 21AE. 
Tel: Poynton (0625) 876642. 


, 56a Park lane Add res 


*Payah 


Despat 

































































HELP! 






-JSS&S 5 '' 

y^aP"' 08 > 


^ . e/a 

W-^Ss 


SggS® 


left in the 
i side selecl 
iill-graphics 
»computer! 


S?si 2 ig§ 


gsgessfeg; 

hoams, Slia"'« ~ ■ 


beams, 


, r,c^ < cXv'V a \C 

mrfP 


fSeque/ to wj?« Re Wsif, 
y <*"d,eam? yc ' ue 


^JESSS-t 

quarterof year s 
xcitina r£!t heir tress. 


□ Chartbuster. □ Loco □ Contract Bridge 
^ □ Rocket Roger □ Aztec Tomb Revisited (Part II). 

Please indicate programs required and whether tape T or disk D 




I enclose a cheque/PO* fort 


Alligata Software Ltd 
1 Orange Street, Sheffield SI 4DW 
Tel: (0742) 755796 


Charge my Access. 


Name 


Signature 


Park Lane, 


Address 


‘Payable to Alligata Software t Allow 75p for post and packaging 

Despatch is normally made on receipt of order and should reach you within 7 days 


■■■■■ ■■■ ■■■■■ 

Software Limited 


THE ALUGAIA WILL 
ALWAYS M5ET YOU 


Another set of amazing specials from the 
software house with the reputation for 
fast machine code action, high resolution 
graphics and unbeatable quality. 

Games to keep you enthralled. 

Games to get hooked on, but 
never bored, because once 
you've started you'll keep |\ 

coming back for more. , jgStPjPill 


(Disk £11.95) 7 ■ ^ 

you should bite our arm off 




i ml 




wfS)— x 








































SIMON SIMONS 


r S SI S8S£i! y .ys’PO 

at f , 0; paper f £3; , , ' p Sp 

I^e^BT^STWT^af ” : GO SUB 30 


155 

LET 

i* = INKEY*. 

IF i*=““ 

THE 

N GO 

TO 

1S5 



! 2“ 

157 

IF 

i * < >*' 1“ 

THEN 

IF i* C > * 

THEN 

IF 

i * < > ** 3 “ 

THEN 

IF ito’ 

' 4 “ 

THEN 

IF 

i * < > “ c “ 

THEN 

PRINT RT 15 

,26, 

PRPER 2, INK 6, 

FLASH 1, 

; ** 

11 : 

BEEP .5,0 

: BEEP 1,-20: 

PR I 


1030 IF a*<f)='*3" THEN PRINT RT 
12,13; INK 0; PAPER 7; BRIGHT 1; 
OUER l; " ”;RT 13.. 13, “ “: BEEP 

a , 3 : PRINT RT 12,13; PRPER 0; B 
RIGHT 0; INK 7;“0“;RT 13,13;“O 


2 LET no=0: POKE 23656,0: LET 
f!€ys=e: REM 

POKE 23658,0 sets the computer 
to lower case letters and 

LET Keys =0 switches o f the Key 
system on the currah speech 

3 REM to wake it easy for you 
to type in the large letters I 
have placed the appropriate 
graphic Keys in a REM statement 
after that line,The cosputer 
should be put into graphics node 
and then the Keys should be 
typed in.A 'c* before a number 
means CAPS SHIFT should be 
pressed and "sp" means a space, 
ror the graphics for Simon the 
Keys can be found at 2002-2008 

5 PRPER 0; BORDER 1: INK 7: C 

L5 

5 GO SUB 9000 

7 GO SUB 7000 

S IF no THEN GO TO 1© 

2 GO SUB 6000 

10 LET P$="00000“: LET a$=“": 
LET a =1 

11 CLS 

12 LET r $ = "LEl>EL 1-9? FOR f 

=20 TO 0 STEP -1: PRINT RT 10, f ; 
r $: BEEP .005, f : BEEP « 005,20-f : 

NEXT f: LET £$ = "WOt levul W (Uh) 
d y (ouu) l(ii.U‘‘: PRU-5E 100. LET 
s* = ''won t (ouu) n (ii)n“: REM 
s$ is used in conjunction with 
the currah speech unit and need 
not be typed in if you don't 
h a v p one 

13 LET i $=IMKEY$. IF i :* s “J “ OR 

i*>“9“ THEN GO TO 13 _ 

14- FOR f=l TO LEN r$: PRINT RT 
10,0; r $(f TO ) : BEEP .005, f : NE 
XT f 

16 LET 3=1/URL i*: LET LEUEL=U 
RL 1$ 

17 CLS 

16 PLOT 136,96: DRRW 0,-34-: DR 
RU -34-, 0 : DRRU 0,34-: DRAW 34., 0 

20 LET 90 =1 ^ „ ...... 

30 PRINT RT 10,13; INK 2;"4 
INK 6; * <0 ** ;«T 11,13; INK 2; " JL 
; INK 6; •*£.*'; RT 12,13; INK 7; “ O. 

INK 4-; ,J f "; RT 13,13; INK 7; " \ 
i ”, INK 4-; ” H- " 

4-0 FOR f=104. TO 4-3 STEP -16: P 
LOT 207 , f : DRRU 4-1,0: DRRU 0 , -9 : 
DRRU -4.1,0: DRRU 0,9 NEXT f 

50 PRINT RT 9,19;”GO'S : " ; AT 1 
1,19; "TOTAL . ** ; RT 13, 13; “LEl'EL." , 
RT 15,13;"ILLEGAL KEY; ;RT 9,26; 
”00000 ,, ;RT 11,26; “00000"; AT 13,2 
6; ''00000" ; RT 15,26; PRPER 4-;” 


GO 


60 PRINT RT 2,4-; INK 4.; BRIGHT 

1; r 


5ZMDN 

© PRINT INK 5;'" © Ant 


NT RT 15,26; PRPER 4-;“ 

TO ISO 

159 IF i *=”C” THEN FOR g = l TO L 
EN a * : BEEP a , URL a$(g) : NEXT 9 

GO TO 150 

160 IF i*=“l“ THEN PRINT RT 10, 

13; INK 0; OUER l; PRPER 2; BRIG 
HT 1;“ ";RT 11,13;“ BEEP a, 

1; PRINT RT 10,13, PRPER 0; BRIG 
HT 0; INK 2; " A RT 11.. 13; “ J. " . 
IF 3 * ( f) < >“1" THEN GO TO 500 

170 IF i * = ”2" THEN PRINT RT 10, 
15; INK 0, PRPER 6; BRIGHT 1; OU 

EP. I;'* "; RT 11,15;“ BEEP a, 

2: PRINT RT 10,15, PRPER ©, BRIG 
HT 0, INK 6;“-0";RT 
IF a* if) <>'•£" THEN GO Tu 500 
180 IF i*=“3“ THEN PRINT RT 12, 
13; PRPER 7; INK 0; BRIGHT 1; OU 

ER 1;" “;RT 13,13;“ “: BEEP a, 

3: PRINT RT 12,1-3; PRPER 0; BRIG 
HT 0; ” O "; RT 13,13; “O": IF a$if 
J <>“3“ THEN GO TO 500 
190 IF i$ = "4- u THEN PRINT RT 12, 
15; INK 0; PRPER 4; BRIGHT l; OU 

EP- l; “ ; HT 13, 15; “ “ . beep a , 

4: PRINT RT 12,15, PRPER ©; BRIG 
HT 0; INK 4-; " f “; RT 13, 15; “ ** “ . 
IF a$(f) < > “4-" THEN GO TO 500 
200 NEXT f. FOR f =60 TO -60 STE 
P -2: BEEP .003,f: NEXT f: IF go 
./'ll = INT (go/10) THEN LET a*=““: 
LET a =a-. 1: LET LEUEL=LEUEL + 1: I 
F LEUEL = 11 THEN GO TO 2000 
210 GO TO 100 

500 PR INT RT 10,®; OUER . 

3; BRIGHT IjiJJJrfrffci^f .> ATT 11 
, 0 ; Ul r. ui 1U« : BEEP I , -30. B 
EEP 2,-50. LET 5 t='Ton (53) it ( 
sh) (uh)d hav h(ee)n“: PAUSE 1=>0; 

PRINT RT 13,0; INK 6;“ It ShOU 
id"; RT 14,0; INK 6; “ have been: 
". LET Z = 10-L.EN a$: LET Z=ZS&: P 
DINT RT 15,Z+2;: FOR f = l TO LEN 
Si. PRINT INK 0 + 2 * la*lf)=“1”)+6* 
; a 2 i f ) = “2“) +7i(a$(f) =“3 “1 +4-* (a$ ( 
f .1 =“4.“) ; a* ( f ) ; : NEXT f : PAU5E 30 
LET a =1: GO SUB 1000 
505 REM C 5 C5 C5 C4- C5 C 4- C5 Cl 
5535: cl Cl CS C7 Cl C5 

C5 7 5 C2 4- 

510 LET 2$=“-=PRE5S ANY KEY TO 
START E—END=—" 

515 LET S$="pres anlee) klee) t 
(ouu.) st Or) t (or) (ee) t fouiU 

~520 PRINT »0;RT 0,0; INK 2; PRP 
ER 6; BRIGHT 1;Z*: LET Z*=Z*(2 T 
O ) +Z $ (1) 

530 FOR F = 1 TO 5 : IF XNKEY*<>"” 
AND INKEY*O'e" THEN GO TO 2 
532 IF INLKEY* = “e “ THEN GO TO 4© 
00 

535 PRINT AT 2,4.; PRPER 0; OUER 
1; INK R ND*4.+*;" 


104-0 IF a * ( f ) =" 4-“ THEN PRINT RT 
12,15; INK 0; PRPER 4-, BRIGHT 1; 
OUER 1," “;RT 13,15,“ BEEP 

a, 4-: PRINT RT 12,15; PRPER 0; B 
RIGHT 0 ; INK 4; ” f “; RT 13, IS;" 1 ** 


1050 NEXT f ; RETURN _ „ 

2000 BRIGHT 1. DIM fe*15,50): LET 
* (1» =“■ 


S_‘ : LET k * (3) = “ IF 

^_ET k*(4T=“ 1 ..r 


REM k * (1) =C3 C 3 C-3 C7 C3 C3 

C3 c? C3 C 7 SR 4- C3 4- C3 C3 C3 4 
Sp Sp sp c 7 

2004- REM **(2.>=c3 SP sp sp sp 5 
■:5 SP ca I C3 2 5 5 SP sp 5 5 C4- 
C 7 SP C5 _ _ 

2006 REM k *(3) =3 3 3 C5 Sp 5 sp 

SP C5 SP 3 sp 5 5 sp sp 5 5 sp 1 

c 7 c 5 

2006 REM k * (4-) = C3 c3 C3 c5 c3 C2 

C 3 C 7 c5 sp sp sp 5 5 C-3 c3 c2 
5 SP SP 1 c5 

2010 PRINT RT 2,0;: FOR f=l TO 5 
. PRINT TRB 4-; INK 4-, k*<f, TO 27 

2020 FOR g =1 TO 28: FOR f=l TO 5 
PRINT RT f + 1 ,4-, INK 4,fc*lf, TO 
27) : NEXT f: FOR f = l TO 5: LET 
k* < f) =k* ( f ,50) +k* C f , TO 4-9): NEX 
T f : BEEP .005, f +9 NEXT g 
2030 FOR f-1 TO 17: LET t=U5R 32 
80: BEEP ,005,/. BEEP . ©05 , f Pi : 
BEEP ,005,/. .NEXT / 

204-0 FOR g =1 TO 28 STEP 1: FOR f 
= 1 TO PRINT RT f 1-1,4; INK 4;X 

5(fj TO 27). NEXT f: f OR f=1 TO 
5 . LET k $ ( f ) =k * C f , 2 TO ) Pk $ ( f ,1) 
rJF x'T r • BEEP . 005, f +g : NEXT g 
2050 PRINT RT 8,B, INK 3,“BOWS D 
OWN TO YOU";AT 10,6; INK 5;"BECA 
USE YOU HAUE";flT 12,11; INK 6;*'B 
EATEN HIM" 

2999 STOP 

3000 LET count=0 

3005 LET s$="£top (dth)u t (ay)p'* 
3010 OUT 254-, 0. OUT 254,0: OUT 2 
54,1 OUT 254-, 2; OUT 254,3: OUT 
254 4 OUT 254,5: OUT 254,6: OUT 
254- , 7 : OUT 254,1: OUT 254,1: OU 

3020^LET COUnt=COUnt+l: IF IN 65 
330=255 THEN LET court t=& 

IF count =100 THEN RETURN 
3030 GO TO 3010 

4000 FOR F=0 TO 24. PRINT tt0;AT 
1.0; PRPER 1,,: LET L=U-SR 3582: 
BEEP •005,F: BEEP »S05,Ffl: BEEP 
,©05,F: NEXT F 

4010 FOR F =0 TO 24-: PRINT_tt0£RT 


thony 


70 PRINT INK 
Shaw 27.04.84" 

100 LET r = INT lRN[>r4i 4-1 
105 PRINT RT 9,26; PS* TO 5-iLEN 
(STR* (LEN R*)))).;LEN A*l-1;A7 1 

1,26; PS i TO 5-(LEN 15TR* GO) ) ) ; G 
O; RT 13,26, P*( TO 5-(LEN (STR* L 
EUEL)));LEUEL 
110 LET a*=a*+5TR* r 
120 GO SUB 1000 
130 LET go =go +1 
140 FOR. f=l TO LEN a* 

150 LET i * = INKEY *: IF i*t>““ TH 
EN GO TO 150 


540 NEXT F: GO TO 520 
1000 FOR f =1 TO LEN a* _ 

^010 IF a*Cf}='*l** THEN PRINT RT 
10,137 INK 0; 

OUER l;“ ”;AT 11,13, 

3,1: PRINT RT 10,13; INK 2; PRP 
ER 0, BRIGHT 0; “ A "S&T 11,13; -L 


1,0; PRPER 0 ;., 

BEEP ■005,24—F 
BEEP .005,24-F 
4020 INK 3 
4025 BORDER 1 : PRP ER 3: CLS 
4030 


LET L=OSR 3582: 
BEEP * 005,25-F . 
NEXT F 


KIBTHE t 


1020 IF a*(f) =“2“ THEN 
10,15; INK 0; PAPER 6, % BRIGHT 1, 
OUER 1;” ";RT 11,15; 

3,2: PRINT RT 10, 15, !PAPER 0 , f B 

RIGHT 0; INK 6; “ ^ ; PTT 11,15; C. 


4040 PRINT RT 7,0. 55 
4 100 FOR f =6S TO -50 STEP -4. BE 
FP , 005 , f : BEEP = 005 . f +1: BEEP 
005,- f. DEEP .005,C NEXT f 

4110 DIM d *(192) : FOR f=l TO 10: 

FOR g =1 TO 7: PRINT RT 7,©, PRP 
ER 0 , OUER 1, INK g,d*. BEEP ,00 
S,g. BEEP .005,f+g: BEEP .005,/+ 

































IT 
l; 
:ep 
b 
1 O 

IT 

1; 

:EP 

B 

' «* 




C3 
3 4 


iP 
> 1 


C2 

c2 


D 5 
27 

3 5 
TO 
ET 
NEX 


32 

1: 

R f 
4-; fc 
TO 
, 13 
*3 

S D 
ECfl 
; "B 


)P 
T 2 
UT 
OUT 

ou 

65 


AT 

2 : 

EEP 

RT 
>82: 

■ p • 


E 


BE 
:P « 

10 : 
PAP 


9+1: BEEP .005,g: NEXT g: NEXT f 
4-120 FOR f =60 TO -60 STEP -S: BE 
EP 005 , f : BEEP . ©05 . - f : NEXT f 
4130 FOR f=l TO 10©: PRINT RT IN 


BE 


T (RND+4) +7,INT <RND*31i ; " 

EP . 005 , f —4-5 : NEXT f 
4140 FOR f =0 TO 22: LET UUSR 32 
30: BEEP .05,f; NEXT f 
4150 FOR f=l TO 200. PLOT INK RN 
D*4+4, INT (RND*255'; INT <RND*175 
3: OUT 254,INT <RND*255>: NEXT f 
4160 INK 0 

4170 INK 5: PLOT 110.70: DRRU 0, 
20: DRRU 10,0. DRRU ©,-5: DRRU 5 
1 5: DRRU 10,0: DRRU -i©.-10: DRR 
W 10,-10: DRRU -10,0 DRRU -5,5. 
DRRU 0,-5: DRRU -10.0 


4180 PLOT 112,72 
U 6,0. DRRU 0,-7 
6,0: DRRU -8,-8 


DRRU 0.16: DRR 
DRRU 7,7: DRRU 
DRRU 8,-8: DRR 
DR 


U -6,0. DRRU -7,7; DRRU 0,-7 

SW -6,0 

4190 PLOT 103,62. DRRU 39,0. DRR 
W 0,36: DRRU -39,0. DRRU ©.-36 
420© DRRU 0,36: DRRU 9.5,15: DRR 
W 20,0; DRRU 9,-15 

4210 PRINT RT 8,14: ODER 1; "BIG" 
4220 FOR f =80 TO 78 STEP -1; PLO 
T 110, f : FOR 3=1 TO 4-. E»RRU 2,2. 

DRRU 2,-2: NEXT g . NEXT f 
4300 BORDER 0. PRINT RT 2,11, IN 
K 3; !l S I M O N “ 

4310 PRINT RT 4-, 2, INK 5, “Ufitte 
n by Anthony Janes Shaw 
432© PRINT RT 6,14.: INK 6; n for M 
4322 INPUT •*■*: LET S$ = "S { i i ) w (Uh 
)n riten b Cii) antun (ee) j (ay) 
isz (sh) tor) f (or) bi f.qgj k. 

PAUSE 32© 

4324 LET s$=" ( th* Joyy) f (or) 

Pltayli tng) (ii) htoolpd m £ou 

u* enjiOM.’d it** 

4326 PAUSE 200: LET s*="(gg) (uh) 
(dd.» b(ii)" 

4330 DIM d*(7.). FOR f = 1 TO 7. BR 
IGHT 1: FOR g=7 TO 14: PRINT RT 
3,12, INK f; OUER l;d$: NEXT : 
NEXT f : GO TO 433© 

4999 STOP 

500© REM auto save routine 
5010 CLERR . SADE “SIMON SAYS” L 
INE 0: VERIFY "SIMON SAYS' 1 : RUN 
6000 LET Z=S CLS . PRINT HT 2,4 
; INK 4; BRIGHT 1;* 


□IN 


6010 PRINT INK 5; * 
Sh 5 w 27 24." 

6020 PRINT INK 6; ' 
. INK 2;"6"; INK 4 
INK 6; "O"; INK 
6030 PRINT INK 6; 

based on the 
e called SIMON. 
IMON is to repeat 
sounds and colours 
s produced.Uhen 
ht another sound 
added to the 
goes on un ti l 
in the sequence, 
ill then be 
will be shown 


“ © Anthony J 

** Ue t co»e to " 
;“1“, ink 7; "M 
2; “N“ 

This game is 
electronic gam 
The idea of S 
a sequence o f 
which SIMON ha 
you get it rig 
and co lour is 
sequence-This 
there are ten 
new sequence w 
generated but 
slightly faste 


6040 GO SUB 6500 

6050 LET Z = 17; PRINT RT 9.0; INK 

6;" The screen.looks line.t 

h i S : 

6051 PLOT 136,96. DRRU 0.-34: DR 
RU -34,0: DRRU 0,34: DRRU 34.0 

6052 PRINT RT 10,13; INK 2; ' 4 ** ; 

INK 6;*‘0";RT 11,13: INK 2; " J. ** 

; INK 6; " AT 12.13: INK 7; " 

INK 4; " { "; RT 13.13; INK 7; “ \ 
} ■ : INK 4; ■* ** " 


G0GG - OR ■ 104 TO 43 STEP -16. F 

Li: i 20 7 , f : DRRU 4 1.0. DRRU 0.-9: 

DRRU -41,0: DRRU 0.9. NEXT f 
6054 PRINT RT 9,19;“GO'S :";RT 1 
1,13; "TOTAL : **; AT 13.19 ; "LEUEL . " ; 
RT 15,13; " ILLEGAL KEY : 11 ; AT 9.26; 
'30000";AT 11,26;"00000",AT 13,2 
6.; " 00000 "; AT 15,26; PAPER 4; " 

6060 PRINT AT 17,0; INK 6;** Ther 
e are four colours and foursound 
s.These relate to the keys as sh 
own " 

6065 PAUSE 5. PRINT RT 20.10;"1 
2 3 4": PLOT 79,17: DRRU 58.0. D 
RAU 0,-10. DRAU -58.0. DRRU 0.10 
6070 PRUSE 500. FOR N=1 TO 4 LE 
T A$=STR$ N. LET A=1.5: PRINT AT 
£0,8+N*2; OUER 1. PAPER 1; INK 
7; BRIGHT l; FLASH 1:" -. GO 5UB 

1000; PAUSE 30 PRINT RT 20.8+N 
*2; OUER 1; PAPER ©; INK 7;" ". 

NEXT N 

5075 GO SUB 650© 

6080 PRINT AT 9.19; PAPER 1; INK 
7; BRIGHT 1; FLASH 1; OUER 1;" 

PRINT AT 17,0. INK 6;” A 
counter records how far into th 
£ sequence you are and is re 

set when the sequence is reset" 
5090 PAUSE 500. FOR f=l TO 9. PR 
INT RT 9,30;f; BEEP .5.f: NEXT f 
PRINT RT 9,30;"0". PRINT RT 9, 
19; INK 7;"GO'S :“ 

6095 GO SUB S500 

6100 PRINT RT 11,19, FLASH 1; IN 
K 1; PAPER 7; OUER 1; BRIGHT 1;" 

6105 PRINT AT 17,0; INK 6;" The 
second counter "TOTAL" is th 

e same as "GO S" except that 

it is not reset when the seque 
nee xs generated" 

8106 PRUSE 500. PRINT RT 11.19; 
OUER 1; ** 

6107 GO SUB 6500 

6I10 PRINT RT 13,19: BRIGHT 1; I 
NK l; PAPER 7; FLASH 1: OUER 1:" 

PRINT AT 17.0; INK 6:" 
The last counter is the skill l 
eve l. This ranges from x Teasyj- t 
o 9 lhardl.This is incremented e 
very time a new sequence is g 

ene rated" 

6115 PRUSE 500: PRINT RT 13.19; 
INK 7; PAPER 0; OUER 1;“ 

6116 GO SUB S500 

6120 PRINT RT 15,13; INK 7; PAPE 
P 1; BRIGHT 1; OUER 1; FLASH 1;” 
„ ” PRINT RT 17,0, IN 

K 6; "ILLEGAL KEY" flashes if a 
Key which is not between 1 & 4 
as pressed.E.G. press some Key 

s andsee what happens.IX-exit!" 

1A 3 §0 L ?S 6l5l NKEV * IF i * f> "“ ™ 
nMo VH T 6 l§i INKEY * IF 1 *="" ™ E 

5132 IF (i*<"i" OR i$>"4") AND i 
*<> X" THEN PRINT RT 15.26; PAPE 
R 2; INK 6, FLASH 1, “ BEE 

P .5,0: BEEP 1,-20. PRINT AT 15, 
26; PAPER 4;" ". GO TO 6130 

6133 IF i*=”X” THEN GO TO 6140 
5134 IF iS="l" THEN PRINT RT 10, 
13; INK ©; OUER 1; PAPER 2; BRIG 
HT 1;" ";AT 11,13;“ ": BEEP a, 

1; PRINT RT 10,13; PAPER 0.; BRIG 
HT ©: INK. £; " 4 “; AT 11, 13; 1 J. 

6135 IF i $ = "2“ THEN PRINT RT 10, 

IS; INK 0; PAPER 6; BRIGHT 1; OU 
ER 1;" ";AT 11,15;" ": BEEP a, 

2: PRINT RT 10,15; PAPER 0, BRIG 
HT 0; INK 6; ” <0 "RT 11.15; " L “ 

6136 IF i $ = “3" THEN PRINT RT 12, 
13; PAPER 7; INK 0; BRIGHT 1. OU 


SIMON is a well-known 
smart-asteroid who 
socks posers at you — 
and do you ever feel a 
nerd when you can't do 
what Simon Says! Over¬ 
all, an interesting prob¬ 
lem in human psychology 
... but in the meantime 
here's a scroting li'l list¬ 
ing for you Specced-up 
punters out there to type 
in. Info in the prog, 
chums. 

by A. SHAW 

runs on 

Sinclair Spectrum 





TURN TO PAGE 116 


SIMON FOR SPECTRUM 48K 









SO YOU have saved up 
your pennies, and you have 
finally decided that you are 
going to splash out and get 
yourself a nice, new mod¬ 
em. The idea of making 
midnight phone calls to a 
Swiss bank's central com¬ 
puter, and transferring all 
the money into your 
account appeals to you, 
doesn't it? Well, before you 
part with your hard-earned 
green-backs, you must de¬ 
cide what sort of modem 
you require. And also what 
factor you can afford your 
phone bill to multiply by. 

ACOUSTIC: NEEDS 
QUIET 

Firstly, you must 
decide whether you 
want an "acoustic 
coupler", or a "hardwired" 
modem. The former is the 
simpler of the two, and it 
consists of two rubber 
grips, into which you ham¬ 
mer your telephone hand¬ 
set. Inside the grips are a 
microphone, and a speak¬ 
er, which correspond to the 
phone's earpiece and 
mouthpiece respectively. 
The idea is that the bleeps 
and whistles which are sent 
over the phone to repre¬ 
sent the data are physically 
generated, and transmitted 
in much the same way as 
speech. This is fine, unless 
you have a non-standard 
phone (Trimphone, 

Snoopy, etc.), which re¬ 
fuses to fit properly into the 
rubber grips, or if you live 
next door to a Wimpey con¬ 
struction site. You see, any 
background noise is picked 
up, and if it is loud enough, 
it will decimate your screen 
display, throwing garbage 
all .over the place. You try 
using an acoustic coupler 
to print out a Micronet 
frame with a nearby dot 
matrix printer. Forget it! 
However, on the plus side 
is portability, and the fact 
that you can use it on a tele¬ 
phone that is not yet equip¬ 
ped with Uncle Buzby's 
new socket. If you intend to 
use your modem in a 
phone box, for example, 
you would need an acous¬ 
tic coupler. Alternatively, 
for those without phone 
boxes.... 

HARDWIRE: COSTS 
MORE 

The hardwired modem is 


COM 


expect, a hardwired 
modem will cost you 
considerably more than an 
acoustic coupler, although 
the prices are falling now, 
as micro communication 
becomes more popular, 
and the competition heats 
up. 

SPEED OF USE 

The second thing you 
must decide on is what you 
want to use your modem 
for, as different services 
use different speeds of data 
transfer. For most modem 
users, the most frequently 
accessed database is 
Micronet 800. This is a sub¬ 
database on Prestel, British 
Telecom's viewdata 


a much more discreet 
affair. They come in all 
shapes and sizes, and they 
are generally just boxes, 
with the odd switch or LED 
on the front. The 
connections with a 
hardwired modem are 
much more reliable. You 
plug the modem into your 
computer, and also into 
your phone socket (if you 
haven't got one of these, 
your friendly local British 
Telecom office will fit you 
one for around £15). You 
then plug your phone into 
the modem. When you 
want to use your phone for 
normal purposes, you do 
so as you would without 
the modem attached. 
However, when you want 
to use the computer with 
your phone, you switch the 
link to the telephone out of 
the circuit, so that you have 
got a direct link, via a wire, 
from the computer to the 
phone jack. Say goodbye to 
background noise. 

However, as you might 
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CARRIER # 
ONLINE . 


THE 


And foremost in their ti 
ranks is one DAVID d 
MACHEN.Tosay that ti 
databases and baud h 
Vates send him into ai 
ecstasy would be LI 
understating it. Elec- M 


service, ^^nd is operated 
rather like\an electronic 
computer mbg^zine. In 
fact, Micronet is ru?hbyEast 
Midlands Allied Pre 
(EMAP) who also publish a 
couple of "low- 
technology" paper 

computer magazines. 
However, it goes a bit 


further than that. Imagine a 

magazine consisting of 
around 40,000 pages, 
which are being updated 
fairly frequently (are you 
listening, letters editor?), 
with daily news updates, 
electronic mail facilities so 
that you can send 
messages to other users, 
games, prize competitions 
you can enter there and 
then using the two-way 
facilities of your modem, 
and FREE software, that 
you can download from the 
database. 

Micronet 800 uses what 
is known as the viewdata 
standard 1200 baud/75 
baud speed. That is to say 
you can receive around 120 
characters a second, and 
send about 5. Okay for 
receiving Prestel pages, 













































































was, you may remember, 
featured on BBC TV's 
"Micro-Live”) which is 
designed to help those with 
less experience (or less 
time) to start their own 
bulletin-type system. It is 
called CommunITel, and it 
consists of a DACOM auto¬ 
answer, auto-dial modem, 
which will operate at 1200/ 
75, 75/1200 and 300/300 
baud, plus the software to 
drive a bulletin board. The 
price? Around £300. 
Contact the Notting Dale 
ITec at 189 Freston Road, 


got it home?" Unless the 
modem that you buy has a 
"BT Approved" sticker on it 
you are breaking the law by 
using it on a British 
Telecom phone system, 
and could have your phone 
cut off. 

Once you have your 


vModemlOOO 


CAXSim «# 


access the Micronet pages, 
as they are in a Closed User 
Group. Prestel costs £5 a 
quarter, and Micronet £8 a 
quarter. That works out to 
around £1 a week: not bad 
if you consider the price of 
your daily newspaper. 
Then there are access 
charges. If you use the 
system in "office hours" 
(between 8am and 6pm 
Monday-Friday, or 

between 8am and 1pm on 
Saturday) then it will cost 
you 5p per minute. 
However, there is no 
charge outside these 
hours. You should contact 
Micronet 800 on 01-278 
3143 for subscription 
details. And, last but by no 
means least, are your 
phone charges. This, of 
course depends on how 
much you use your 
modem. You can normally 
access Prestel on a local 
phone call. But let me leave 
you with a true horror story 
of a gentleman who 
accessed a Stateside 
database, in the Olympic 
City of Los Angeles. He 
didn't quite put the phone 
down properly ... and 
went on holiday for the 
weekend. When he 
returned, he found his 
phone bill to be£3K.... 


frames off-line. Some of 
the software is a bit pricey 
compared to games, but 
you get what you pay for. 
As always, shopping 
around can be very 
profitable. 

WHAT'S THE 
DAMAGE? 

Finally, we come to the 
inevitable question. How 
much is it all going to cost? 
Well, I'm afraid that it 
doesn't come cheap. A 
modem can cost you 
upwards of around £50. 
Then you have to pay your 
subscription for both 
Prestel and Micronet. You 
can just pay for Prestel, but 
then you won't be able to 


modem, you will also need 
some software to make it 
work. This again depends 
on what type of 
communication you want 
to use your micro for, and 
very often nowadays, you 
can pick up a complete 
package which includes the 
modem and software. 
Software can range from 
the simplest of dumb 
terminals, to the not-so- 
dumb systems capable of 
downloading telesoftware, 
and preparing message 
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tronic mail and 
down-line loading 
turn him on, too. See 
how it all grabs you, 
and try . . . 

LIVING IN THE 
MODEM WORLD! 


but a bit slow tp^say the 
least if you ape trying to 
send a information. 

For tbatleason, the other 
mon speed is 300/300 
baud, or the CCITT V.21 
standard. This is used on 
computer "bulletin 

boards" which are rather 
like versions of Prestel in 
miniature, and are run by 
home enthusiasts using 
micros much the same as 
yours. However, each 
board has a different style, 
almost a character of its 
own, which it usually takes 
from its compiler, known 
as the "sysop" (systems 
operator). These dedicated 
computer enthusiasts not 
only compile the system, 
but have often built the 
hardware and written the 
software themselves. They 
must also have modems 
with what is known as an 
"auto-answer" capability, 
so that they do not have to 


answer the phone at one in 
the morning when some 
insomniac hacker wants a 
butcher's at their board. 
There is now a system 
available from the Notting 
Dale Information 

Technology Centre (which 


London W10 for more 
details. 

LEGAL QUESTION 

One of the more subtle 
problems of buying a 
modem is the question of 
"is it legal to use once I've 
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Group 


30 Roseacre Gardens - Chilworth - Guildford - Surrey GU4 8RQ 


Tel: Guildford 67799 


PROBABLY THE LARGEST RANGE OF DISCOUNT SOFTWARE CURRENTLY 
AVAILABLE — WITH THE LARGEST DISCOUNTS YOU’LL FIND 


SINCLAIR SPECTRUM 


COMMODORE 64 RRP Our 



RRP 

Our 



Price 



Price 

CBM 64 

199.00 

175.00 

48 K Spectrum 

129.00 

120.00 

CBM 16 Starter Pack 

129.95 

109.95 

Microdrive 

49.95 

45.95 

CBM Plus 4 

249.95 

209.95 

Interface 1 

49.95 

45.95 

CBM DPS 1101 Daisy 



Ram Turbo Interface 

22.95 

18.95 

Wheel Printer 

399.00 

349.00 

Currah Microspeech 

29.95 

25.95 

CBM 1531 Cassette 

44.95 

39.95 

Sabre Wulf 

9.95 

7.45 

Atari CX70 Super 



Sherlock Homes 

14.95 

11.95 

Controller 

14.99 

11.99 

Mugsy 

6.95 

5.45 

Quickshotll 

12.95 

8.95 

Psytron 

7.95 

5.95 

Activision Decathlon 

9.95 

7.45 

Lords of Midnight 

9.95 

7.45 

Strip Poker 

9.95 

7.45 

Dangermouse 

6.90 

5.40 

Dallas Quest (Disk Only) 

14.95 

11.95 

Thunderbird 

7.95 

5.95 

Bruce Lee 

14.95 

11.95 

Fighter Pilot 

7.95 

5.95 

Astro Chase 

8.95 

6.95 

Night Gunner 

6.95 

5.45 

Flip & Flop 

8.95 

6.95 

Factory Breakout 

5.50 

4.50 

Potty Pigeon 

7.95 

5.95 

TLL 

5.95 

4.45 

Football Manager 

7.95 

5.95 

Stop the Express 

5.95 

4.45 

Wimbledon 64 

7.95 

5.95 

Match Point 

7.95 

5.95 

Daley Thompson’s 



World Cup 

6.95 

5.45 

Decathlon 

7.90 

5.90 

Football Manager 

6.95 

5.45 

Olympic Skier 

5.95 

4.45 

Daley Thompson's 



Gilligan’s Gold 

6.90 

5.40 

Decathlon 

6.90 

5.40 

Android 2 

6.90 

5.40 

Olympicon 

5.95 

4.45 

Valhalla 64 

14.95 

11.95 

Micro Olympics 

5.95 

4.45 

Beach Head 

9.95 

7.45 

Jack & the Beanstalk 

5.95 

4.45 

Blagger 

7.95 

5.95 

Giant’s Revenge 

6.95 

5.45 

Son of Blagger 

7.95 

5.95 

Full Throttle 

6.95 

5.45 

Loco 

7.95 

5.95 

Manic Miner 

5.95 

4.45 

Tales Arabian Nights 

7.00 

5.00 

Jet Set Willy 

5.95 

4.45 

Heroes Of Karn 

7.00 

5.00 

Worse Things Happen 



Manic Miner 

7.95 

5.95 

at Sea 

5.95 

4.45 

Jet Set Willy 

7.95 

5.95 

Antics 

6.95 

5.45 

Deathstar Interceptor 

9.95 

7.45 

Star Trader 

6.95 

5.45 

Dangermouse 

7.90 

5.90 

Ad Astra 

5.95 

4.45 

Black Hawk 

7.95 

5.95 

War of the Worlds 

7.95 

5.95 

Hero 

9.95 

7.45 

The Hulk 

9.95 

7.45 

Pitfall 

9.95 

7.45 

Rapscallion 

6.95 

5.45 

Beam Rider 

9.95 

7.45 


BBC MODEL B 


BBC Single Disk 
BBC Disk Interface 
Wizard Joystick Interface 
Speech Upgrade 
Fortress 
Spitfire 

Football Manager 

Overdrive 

Star Striker 

Mr. Wiz 

Frak 

Zalaga 

Aviator 

Blagger 

Eagle’s Wing 

Chuckie Egg 

ELECTRON 

Acorn Electron 
Acorn Cassette 
Blagger 

VIC-20 

Vic 1520 Printer/Plotter 
16K Rom Cartridge 
Jet Pac 
Flight Path 737 

ORIC-ATMOS 

Atmos 48 K 
MARC 
The Hobbit 


RRP 

249.00 

97.00 

14.95 
55.00 

8.95 

8.95 

7.95 
7.95 
7.95 

7.95 

8.95 

8.95 
14.95 

7.95 
7.95 
8.90 


Our 

Price 

200.00 

80.00 

11.95 
40.00 

6.95 

6.95 

5.95 
5.95 
5.95 

5.95 

6.95 

6.95 
11.95 

5.95 
5.95 
6.90 


199.00 170.00 
35.00 30.00 

7.95 5.95 


99.99 

39.95 

5.50 

7.95 


170.00 

6.95 

14.95 


85.99 

34.95 

4.50 

5.95 


150.00 

5.45 

11.95 


Wide range of software & hardware 
available for all popular micros 

All tapes are guaranteed originals. Shown here is just a small part of our stock, if you require a price list please ring the above 
number. 


Name .. 
Address 


r^3 




Tel No. 


Tapes required 

25pP&P 
Total Amount: .. 


If you would prefer not to cut up your magazine then write the required details on a piece of paper. 
Please make all cheques payable to: MLS Group 

Please ring if you have not received your order within ten days of posting it. 













































































1050 127K DISK DRIVE£199 



5,1020 4 COLOUR PRINTER 





i-IETTER QUALITY PRINTER £249 



EVERYTHING YOU WANT FROM A HOME COMPUTER 


1. ATARI 64K 800XL - £169: The Atari 800XL has many facilities and includes such advanced specifications that you will be amazed bv its 

me 800XL cannot h be n ^at^i a jusi l< look f aUh/foHowing speciftaations^ 1 64K compu,er wl,h a proper ,u " stroke ke y p °^ « ' p at 

SOUNO 4 ?nX.nln^ fc £ 2 keyS ,n c |ud ' n 9 h el P key and 4 special function keys, international character set and 29 graphics keys 

pragramming^c^^h^eve an'octave^n^B of up to^fine octaves!) 0 '^ aCr ° SS 3 372 ° CtaV6 ran9e ° r 3 Wide variety of special sound effects ( Additi °" al 
SP^clAL'ATA rTinte c r atf rTpi n pm iTQ°r^i aH 9 t0 32 °, x1921 resolution. Maximum text display 24 lines by 40 columns. 

r p° n^(!n CU T ®' GTIA for graphics display. Pokey for sound and controller ports Antic for screen control and 1/0 (Input/Output) 

CPU: 6502C microprocessor - 0.50 microsecond cycle and a clock speed of 1.79 MHz. 1 M w ' 

EXTENDED GRAPHICS FUNCTIONS: High resolution graphics. Multi-coloured character set. Software screen switching Multiple redifined character sets 
PROGR^M^NG^ COlOUr re9isters Smooth character movement. Simplf colour animation facilities. 

'!!! ? At ^ B programming language supporting peek, poke and USR plus at least 8 other languages available. The help 

fiplJT/OUTOJT® p d irtirSI nir K 3n ? menu screens .w |th certam software. Full on-screen editing is available as well as syntax checking on entry 
INPUT/OUTPUT. External processor bus for expansion with memory and peripherals. Composite video monitor output. Peripheral port for direct connection 
to Atari standard peripherals. Software cartridge slot is included as well as 2 joystick controller ports 

i°p it6mS ° f SOftWa J e aVailab ! 6 in A c ' udin 9 se,f teaching programs with unique voice over. The range of programs includes Education 
Jq pc in pHrtS thlrt a ' d ? T iT e i ' S a s ,° k AP , X {Atan Pr °9 ram Exchange) and of course Atari's famous entertainment software now at only 

2 ATAR Ann'!£*rnuDi So T ^ P ava,lable from specialist Atari magazines like Antic and Analog and from over 75 Atari books/manuals. 

2. ATARI 800 48K COMPUTER - £69: We have a limited number of the Mkl model 800 computer with 48K. The Drice is £69 fas a names 

£ " W ' th the Basic Pr °9 rammer Kit (Basic cartridge & 2 manuals). Both come with a full 12 months guarantee 
3 'fn^ R Kl?o 1 c°r R ° GR f M REG0RDER ‘ £34: F ? r low cost storage and retrieval capability. Data transmission 600 baud. Storage capability 
rnntrniAmtiMo ca .®® ett ®*, Track configuration four track, two channels (digital and audio). Auto record/playback/pause 

wei^as^a 3digittepecounter faC ‘ ' ty ‘ A S ° mcluded ,s built m accidental erasure prevention and automatic shutoff after each program as 


e added a 12 month guarantee to the 


4 ’£J AR, ,.. 10 ®° DUAL /1 R^n ,TY ?! SK DR,VE ’ £199: 5 ’/ 4 disks homing 127K randomly accessible bytes provide both expansion and 

antomahrlhL EnTpRFP Wlth " 6W n h ?!^ Ul D ° S 3 AM customers wh o purchase a Disk Drive from Silica Shop will be 

automatically given a FREE set of 100 programs on 3 Disks recorded on both sides. 

5 A J AR, . 102 ° COLOUR PRINTER - £99: Pitoter and p l° tter with four colour graphic print capability. 40 column width printing at 10 
C AXYm-fno-f f Lo 1f , n £ rmt 5 ’ 10 and 20 characters P er In ch- 64 character sizes. Prints text in 4 directions. Choice of line types. 

?■ A ™ P 2x A o!.« Y PR,NTER ' £249: For word Processing letters in professional type. Print speed of 20 chars per second. 

7. ATARI TOUCH TABLET - £49: Enables you to draw and paint pictures on your T.V. screen, with the touch of a stylus. 

A I AR | J PA ? ® A i L CONTROLLER . £19.95: Enables cursor movement in any direction and adds arcade realism to your games. 

9. ATARI SUPER CONTROLLER -£9.95: The ultimate joystick with double fire button to give you a greater competitive edge in your games 

SILICA SHOP ARE THE Nol ATARI SPECIALIST 

over 120,000 customers,^ 0,000 of whom have purchased'Atari' Home Comp^°t^ 

million), we are able to keep prices low by bulk purchases. Ring one of our 45 staff and we will be glad to be of service to you Complete the 
coupon below and we will send you our Atari pack with price list and colour catalogue 7 P 

A,ari •»* a 

compareIteniTvaHrweInTheTuK.'^ncfwrstoc^overZS^arrbooksarto'manuals 6 h " P W * - «•" 

&£?* reC6iVe Pri “ H8,S ' 3nd de > a " S °' a " d 
LOW PRICES: Our prices are extremely competitive and we will normally match any lower price offered by our competitors. 

FREE COMPUTER OWNERS CLUB: This is open to all Atari computer owners irrespective of where you purchased your equipment MembershiD is FREE and 
davmcm™? reCe ' Ve bU etmS 9IVm9 deta ' IS ° f n6W releases and developments. Send now for your FREE information pack price list & colour catalogue 

P ?™ E " T J ^. a . C J^l. 0 aS r„= heqUeS ' P ° S,al ° rderS and a " Cred " Ca,dS We also 0,,e ' credit ,acill,ies ° ver 1 • 2 or 3 V«rs. please write tor a whiten quotalion. 

NEXT DAY DELIVERY - FREE: All goods despatched from Silica Shop are normally sent bv first class nost nr namoi nn*t frcp nr nujonr a. „ _ , 

introducory ofler tor a limited period only we will be sending all Computers and cSkoK" « P 

S ° ''ill" ' he C ° upon be,ow wi,h * li,era,ure en <l uir y or order and begin lo experience a specialist Atari service that is second to none. 


SILICA SHOP LTD, 1-4 The Mews, Matherley Road, Sidcup, Kent, DA14 4DX Tel: 01-309 1111 

ORDER NOW-OB SEND FOR A FREE COLOUR BROCHURE 


To: SILICA SHOP LTD, Dept BIGK 1184, 1-4 The Mews, Hatherley Road, A 
Sidcup, Kent, DA14 4DX Telephone: 01-3091111 ■ 


LITERATURE REQUEST: 


□ Please send me your FREE colour brochures and 16 page price list on Atari Computers. 
D I own a . Videogame □ 


I 


1 own a . Computer 


Mr/Mrs/Ms: 

Address: 


Initials: 


Surname. 


Postcode: 


ORDER REQUEST: 


Please send me: 

□ 800XL 64K Computer ... 

□ 800 48K Computer . 

□ 1010 Program Recorder . 

□ 1050 127K Disk Drive ... 


□ 

£169 □ 

. £99 □ 

.. £34 □ 

£199 □ 


1020 4 Colour Printer ... 
Letter Quality Printer ... 
Touch Tablet + Cartridge 

Trak Ball . 

Super Controller . 


... £99 
. £249 
... £49 
£19.95 
. £9.95 


□ I enclose Cheque/P.O. payable to Silica Shop Limited for the following amount £. 

□ CREDIT CARD - Please debit my Access/Barclaycard/Visa/American Express/Diners Club 

Card Number . 


I 

















































































































It's tough being a laser-based Intergalactic Hero; 
even tougher when your immediate ancestor was 
Dork the Daring of Dragon's Lair fame. GIOVANNI 
DADOMO shells out the shekels for a bout of Space 
Ace role playing. 
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FROM THOSE wonderful 
people who gave us the su¬ 
perb animation game Dra¬ 
gon's Lair comes Space 
Ace, a second adventure in 
the same medium but this 
time, as the name sug¬ 
gests, with an intergalactic 
theme. The action's in¬ 
stant: no sooner do you 
drop your loot in the slot 
than the slight, fair-haired 
hero loses his bounteously 
curved female companion. 
Worse still, he has no time 
to mourn her kidnapping 
because the asteroid on 
which he's perched is im¬ 
mediately blasted to bits 
by an immense villain with 
blue skin and an Oriental 
top-knot, whose gross guf¬ 
faws and belly to match 
give him a distinct re¬ 
semblance to Popeye's old 
punchin' pal, Bluto. 

In the initial stages of the 
game one's shown the 
location of a "safe" spot by 
a blinking blue light effect. 
Activate the joystick in the 
appropriate direction and 


young Dexter (for such is 
our hero's name) obe¬ 
diently leaps behind a con¬ 
veniently placed boulder 
— jUst in time to avoid a 
deadly ray-gun blast. Or 
not, as in the case of this 
novice, who took three 
attempts before even this 
first minor obstacle was 
conquered. From there on 
in <he perils come thick 
and fast. A leap lands Dex 
on a handy hillock which is 
promptly atomised by a 
trio of hovering saucers. 
Skip left if you can and 
you'll maybe reach the 
safety of a spaceship, Dex! 
But leave this a second too 
late and you're caught in 
the deadly grip of a giant 
Meccano-type monstros¬ 
ity that gleefully hurls you 
into a bottomless pit. 

On top of that, there's a 
vas^, weird, 'Alien'-type 
spacecraft to be negoti¬ 
ated, with peril piling on 
peril as Dexter tries to 
track down his missing 
miss before she's done 


awciy with. In the mean¬ 
time, of course, attemp¬ 
ting to keep his own goose 
uncooked as he faces: a 
wild ride on a series of 
geometric surfboards that 
break up under his very 
feet, a whole catalogue of 
monsters — reindeer¬ 
horned wolfy things, giant, 
multi-coloured carnivores, 
a pa ck of werecats — and 
sundry confrontations 
with the aforementioned 
blue meanie. 

At one point he saves his 
girl only to see her sudden¬ 
ly transformed into a sickly 
blue alter ego of himself — 
intent on murderous 
mayhem — what else? 
Another rivetting sequ¬ 
ence occurs when the 
ship's suddenly flooded 
and he almost gets eaten 
by a giant fish. He avoids 
that only to find himself 
the intended dish of the 
day for an even bigger fin¬ 
ned fiend (cue 'Jaws' 
mus ic, of course). 

Just in case you get 


bored there are sporadic 
appearances of the word 
'ENERGIZE' on the screen. 
Press the matching word- 
button and meek, weedy 
Dexter is suddenly trans¬ 
formed into a muscle-on- 
muscle Arnold Schwar¬ 
zenegger type. When this 
happens you might think 
you're laughing (I did) but 
the big pectorals e'tc. are 
useless when not allied to 
a continued agility at the 
controls. Forget that and 
you'll just end up a Big 
Thir gy's dinner. 

Fest, furious, funny, 
tremendously varied, this 
is qiiite simply one of the 
most amusing arcade 
gam es to have come along 
since its 'DL' sibling. If 
you're a sucker for anima¬ 
tion anyway (and this is 
miles better than your fee¬ 
ble He-Man' type cut-out) 
then look no further. 
Pricey, but well worth it. 
Mutho thrill-power, to 
borrow a fine, familiar 
phrnse. Go to it! 


© 










(30) (30) 

Compiled 


SP = Spectrum, AC = Acorn, 64 = Commodore 64, 


V20 = Vic 20, 81 = ZX 81, DR = Dragon 32, OR 


Oric 


fOP 30j»A^ 


DALEY THOMPSON'S DECATHLON 

FULLTHROTTLE 

SABRE WULF 

TORNADO LOW LEVEL 

JET SET WILLY 

MATCH POINT 

LORDS OF MIDNIGHT 

BEACH HEAD 

DECATHLON 

MONTY MOLE 

MICRO-OLYMPICS 

RAPSCALLION 

OLYMPICON 

3-D TANK DUEL 

THE EVIL DEAD 

FIGHTER PILOT 

ARABIAN NIGHTS 

WORLD CUP FOOTBALL 

STOP THE EXPRESS 

JACK AND THE BEANSTALK 

PSYTRON 

TRASHMAN 

MUGSY 

FOOTBALL MANAGER 
B.C. BILL 
CAVELON 

PERCY THE POTTY PIGEON 
AUTOMANIA 
STAR TRADER 
BLUETHUNDER 


ATICATAC 

(Ultimate) 

BUMPING BUGGIES 
(Bubble Bus) 

chuck-e-egg 

(A&F Software) 
COLDITZ 

(Phipps Associates) 
CYLO N ATTACK 
(A&F Software) 
PIGHER PILOT 
(Digital Integration) 


Ocean 

Micromega 

Ultimate 

Vortex 

Software Projects 

Psion 

Beyond 

Access/US Gold 

Activision 

Gremlin Graphics 

Database 

Bug-Byte 

Mitech 

Real Time 

Palace 

Digital Integration 

Interceptor 

Artie 

Psion 

Thor 

Beyond 

New Generation/Quicksilva 

Melbourne House 

Addictive 

Beau Jolly 

Ocean 

Gremlin Graphics 
Micro-gen 
Bug-Byte 
Richard Willcox 
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Compiled by MRIB Computer. 




(Dedicated I 
Consoled I 


POLE POSITION (Atari) 

SPACE SHUTTLE (Activision) 
SUPER COBRA (Parker) 

PITFALL 2 (Activision) 

MARIO BROTHERS (Atari) 

POPEYE (Parker) 

MS PAC-MAN (Atari) 

ENDURO (Activision) 

DEATH STAR BATTLE (Parker) 
Q-BERT (Parker) 

FROSTBITE (Activision) 
GALAXIAN (Atari) 

PHOENIX (Atari) 

BATTLE ZONE (Atari) 

FROGGER (Parker) 

DONKEY KONG (CBS/Coleco) 
SNOOPY VS THE RED BARON (Ati 
DIG DUG (Atari) 

MOON PATROL (Atari) 

PITFALL (Activision) 

PAC-MAN (Atari) 

BIG BIRD EGG CATCH (Atari) 
RIVER RAID (Activision) 
TUTANKHAM (Parker) 

COOKIE MONSTER MUNCH (Atari) 
SPACE INVADERS (Atari) 
JUNGLE HUNT (Atari) 
CENTIPEDE (Atari) 

SMURFS (CBS/Ceoleco) 

ROBOT TANK (Activision) 
by MRIB Computer. 
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FLIGHT PATH 

(Anirog) 

THE FOREST 
(Phipps Associates) 
FLYING FEATHERS 
(Bubble Bus) 


JETPAC 

(Ultimate) 

krakatoa 

(Abbex) 

megawarz 

(Paramount) 


NIGHT RUNNER 
(Digital Integration) 
OUTBACK 
(Paramount) 

PILOT 64 
(Abbex) 

RALLY SPEEDWAY 
(Aventure International) 
SPACE PILOT 
(Anirog) 

TEST MATCH 
(CRL) 


I L 


h 








































































READY. 


i GOTO 1 OOO 

.1 0 P0KE53272 , (PEEK (53272) AND240) + 1 2 
20 FOR I*12288TO12288+7:READA:POKEI,A:MEX 
T: REM REDEFINE <i 

30 DATA255,129,129,129,129,129,129,255 
40 FORI=12528TO12528+7:READA:POKE1.A:NFX 
T:REM REDEFINE ^ 

50 DATA255,195,165,153,153,165,195,255 
60 FOR I ~ .12512T01251 2+7; RE ADA: POKE I , A: NE X 
Ts REM REDEFINE \ 

70 DATA255,0,0,0,0,0,0,0 
80 GOTO10000 

. 1.000 PR I NT " CCLR} " ; s P0KE53280.7 s P0KE5328 1 
,7 s PRINTCHRT(149) 

1010 PRINT" CCLJR RTJCCUR RT}CCUR RT! CCUR 
RT> CCUR RT}CCUR RT } CHARACTER/COLOUR SCRF 
EM GRID" 

1020 PRINT"CCUR RT}CCUR RT}CCUR RT} CCLJR 
RT.} CCUR RT.} CCUR RT} C*T} C*T} C*T.! C*T! C*T} C 
*T} -C*T} C*T} Cx T! C*T} C* T } C*T ! C *T! Cx-T} C « T } C 
* T } C * T } C -x T } C * T } C * T } C * T } C * T } C * T } C * T } C * T } C 
•X T} C x T} C*T'} " 

1030 PRINT" CRED} CCUR RT} CCUR RT} " RT.} 
THE AIM OF THIS LITTLE PROGRAM IS" 

1040 PRINT"TO GREATLY SIMPLIFY CAI GUI AT I 
NG THE" 

1050 PRINT"CHARACTER AND COLOUR POKES ON 
THE SCREEN"; 

1060 PRINT"MEMORY MAP" 

1.070 PR IN I- 

1080 PRINT" CBI.JO CCLJR RT.} CCUR RT} CCUR RT} 
USE THE FOLLOWING KEYS TO CONTROL" 

1090 PRINT"THE CURSOR:." 

1100 PRINTTAB(12)"'Z MOVES LEFT 
i * i o pr i n N ab < i 2 )" - x moves r j: rht 

1120 PRINTTAB(12 )"'; MOVES UP 
1130 PRINT!AB(12)"'/' MOVES DOWN 
1140 PR!NT"USE ' = ' TO 'MARK YOUR DESIRE 
D CO.ORD." 

1150 PRINT"USE C TO CANCEL A COORD1NAT 
E" 

1165 PRINT 

1170 PRINT"CRED}THE GRID COORDINATES AtT 
ER IN RESPONSE" 

11BO PRINT"TO THE CURSOR MOVEMENT. SIMPt 
Y NOTE EACH "5 

1190 PRINT"COORDINATE AS YOU MARK IT, 
AND THEN" 

1200 PRINT"USE IT TO PLAN YOUR DISPLAY" 

1 2 1 0 p RIN T ' 1 C B L. U } C C U R D N } C C U R R T } C C U R R T } 
CCUR RT.I CCUR RT} CCUR RT} CCUR RT} CCUR RT} 
c C U R R T y C C U R T } p R e s s a k e y t o S t a R T ’ ’ 

1220 GETAT:IFAT-""THEN1220 
1230 PRINT" CCUR UP.} CCUR UP} CCUR UP} " s FOR 
U =0 T039 s P RIN T 1 * " ; : N E X T 

1240 PRINT" CCUR RT} CCUR RT} CCUR RT.) CCUR 
RT } CCUR RT} CCUR RT} WAIT FOR THE DAT A IT) 
BE READ" 

1250 GOT063000 

10000 PRINT"CCLR}":P0KE53280, 1 :P0KF53281 
, 1 

10010 FOR! =~0T0879: PRINT" CL. I BLU}@" 5 : NEXT 
1 00.20 F0RS=0T039 s PR I NT " CL..T BLtJ} \ " ; :: NE X T 
10030 P1=1064:P2=P1:C1=55336 
10040 P0KE650,128 
10050 GETAT 

10060 IFAT=" I "THENP2=P1 - 1 :C 1 =C 1 . 1 

10070 IFAT="X"THENP2=P 1 + 1 :C 1 =C 1+1 

10080 IFAT=" 5 »THENP2=P1.40:C1=C140 

10090 IF AT= " / " THENP2=P 1 + 40: C .1 =C 1 + 40 
10100 IFAT=" = "THE NPOKEC 1 , 0 
1O1 10 IFAT="C"THENPOKEC1,14 
10120 F'OKEP 1,0: P0KEP2,30 
10130 Pi«F*2 

10140 IFP1>1943THENP1=1943:C1=56215 
10150 I FP 1 < 1064THENP 3. = 1064 : C1 =55336 
10160 PRINT" COR} CHOME} CCLJR RT) CCUR RT } CC 
UR RT!CHARACTER" ; PI ; " CCLJR RT) CCLJR RTI CCLJ 
R RT} CCLJR RT} CCUR RT} COLOLJR " : C1 
10170 GOTO10050 
63000 PRINTCHRT<142) 

63010 POKE52,48:P0KE56,48s CLR 
63020 POKES6334,PEEK(56334)AND254 
63030 POKE1,PEEK(1)AND251 

63040 FORI=0T0511:POKEI+12288,PEEK<I+53? 
48) s NEXT- 

63050 POKE1,PEEK< 1 )OR4 
6 3 O 6 0 P 0 K E: - :56334, P E E K (56334) 0R 1 
63070 GOTO10 

TURN TO PAGE 104 FOR YOUR FREE INLAY 
CARD 



MAGIC POINTER FOR CBM 64 





































FAMOUS RATS of history: The 
"dirty" one Cagney spoke of; 
Manuel's pet in Fawlty Towers; 
the early morning TV one called 
Roland. To this illustrious list 
may soon be added the one 
from Cheetah that controls 
your Spectrum. 

R.A.T. — Remote Action 
Transmitter — is your actual 
infra-red controller. Look, ma, 
no wires! Cheetah reckon it'll 
put the joystick about level 
with the Dodo in terms of 
mass-appeal. But at nearly £30 
a throw I don't think the Dodo's 
got much to worry about just 
yet. The R.A.T. consists of two 
parts. You hold the transmitter, 
an "ergonomically-designed" 
unit that looks like a reject from 
the model-making shop of Star 
Trek. It contrasts jarringly with 
the functional black box of the 


For example, while "Make me 
a cup of coffee" comes out in¬ 
telligibly and clearly, the voc¬ 
als collapse rather on "super¬ 
calif ragilisticexpialidocious" 
(admittedly a severe test), giv¬ 
ing up after "fragil" and just 
pronouncing each subse¬ 
quent letter individually. 

Another small gripe con¬ 
cerns the dreaded ROM wob¬ 
ble. (Those with very long 


other part, the receiver, which 
plugs into the Spectrum's ex 
pansion slot. 

The transmitter utilises two 
touch-sensitive pads (ex-ZX81 
owners will feel right at home) 
for all control functions: a firing 
pad, with rapid-fire facility, and 
an eight-direction control pad 
below. Signals are fed to two 
infra-red diodes on the R.A.T.'s 
'nose' and beamed directly to 
the receiver which can be any 
thing up to 30ft away (for 
games playing at this distance 
binoculars are a necessary 
optional extra). The infra-red 
signals operate on a different 
frequency to TV remote control 
units so there's no fear of sud¬ 
denly switching over to 'Dynas¬ 
ty' just when you've cracked 
the 60th screen of Jet Set Willy. 

In action the R.A.T. works 
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SAY IT with words on the '64. 
Yes, Currah have now con¬ 
verted their highly popular 
Spectrum noise box, giving 64 
owners the power to produce 
strangulated verbals from the 
speakers of their tellies. 

Speech quality is an im¬ 
provement on the Spectrum 
version but it is still relatively 
easily confused by long words 
orcomplicated phrase strings. 








































DATAPEN LIGHTPEN 
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memories will remember this 
phenomenon on the ZX81 
rampacks.) So how anyone 
can undesign a cartridge for 
the 64 so that, it sits in the vice- 
like cartridge socket and STILL 
wobbles — resulting in a re¬ 
setting of the beast — is 
beyond the ken of we mere 
hackers. 

The speech unit also uses 
the monitor socket so the 
snobs with dedicated moni¬ 
tors won't be able to add this 
particular widget to their col¬ 
lection. The unit can echo the 
keyboard, or be used for 
speech from within BASIC. A 
SAY command is added; say 
“it with words" does. A small 
idiosyncrasy is that the rest of 
any multi-statement line (i.e. 
after the SAY command) is 
ignored. For machine code 
buffs full documentation is 
given on how to use the unit 
directly. The speech unit can 
be disabled so that non¬ 
speech programs which use 
the 4k area of memory (from 
49152 upwards) which the 
unit uses, will run. It cannot, of 
course, be used with Simon's 
Basic or any other cartridges. 

On the whole a very good 
package in a highly interesting 
new applications field — and, 
at £29.95, not bad value either. 

DUNCAN GAMBLE 


well. Cheetah claim that it will 
work with 'most' Kempston- 
compatible games without any 
additional software and it 
seemed to do just that with 
most of the games it was 
tested on. Reaction times are 
fast and the angle of accept¬ 
ance for the infra-red beam 
seems fairly wide. 

Having no moving parts to 
contend with takes some get¬ 
ting used to and a control disc 
just doesn't have the same tac¬ 
tile feel that a joystick gives — 
too many video game com¬ 
panies have discovered this. 

Cheetah deserve a big hand 
for the R.A.T. It's innovative, 
it's easy to use — and it's Brit¬ 
ish! But at £29.95 it's not going 
to take over the world just yet. 
-R.B. 


TRENDIEST LIGHT has got to be the 
lightpen. Budding Leonardos of the 
video age can be spotted instantly. The 
blank, expressionless stare caused by 
working within a centimetre of the 
CRT; the arthritic fingers from manipu¬ 
lating numerous key combinations 


while drawing. 

Welcome, then, the Datapen light¬ 
pen, as seen on other micros and now 
appearing on the Spectrum for the first 
time. It’s neat, relatively compact, 
simply plugs into the Spectrum’s ex¬ 
pansion slot and is ready to go. No 


c , v 
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POSHWARE 

CORNER 


DELILAH IS wearing the very 
latest in off-the-shoulderware. 
Cut in daring, tear-proof Cor- 
dura nylon these new carrying 
bags from the House of Inmac 
are the very epitome of what's 
'right' for the computer owner 
of taste. 

Generous thick, high- 
density foam padding cradles 
snuggly the smooth form of 
the Apple II or Apricot compu¬ 
ters — the machines that 
speak of 'class'. There are 
even matching accessory 
cases for disc drives and 
monitors. Designer handles 
and adjustable shoulder 
straps complement the whole 
ensemble and industrial 
grade zips add that working 
class touch that is considered 
tres chic in these troublesome 
times. 

The 'low end' of the market, 
however, is catered for with a 
bag for the BBC. Well, we have 


dangling external battery packs or 
complicated key sequences to memo¬ 
rise. 

All electronics are packed inside the 
pen body itself. A useful button on the 
outside switches in the computer only 
when you are satisfied the pen is in the 
correct position on the screen. A red 
LED on the back of the pen lights to 
confirm acquisition of valid video data. 

Software included with the Datapen 
features an introductory program, a 
music composer, a user-defined 
graphics designer and a full hi-res 
drawing program. This is capable of 
producing pictures to pixel accuracy 
and includes pre-defined shapes for 
cicle, restangle and triangle drawing. 
Freehand drawing is, surprisingly, not 
catered for. The makers claim the 
program contains enough commands 
to make this “.. unnecessary”. 

In use the Datapen is comfortable to 
hold and very easy to control. Most 
programs use x, y-axis scanning bars 
which are fairly fast and don’t require 
the pen to be held in position for long. 
A friendly bleep tells you all is well 
when an action is complete. The pen 
doesn’t seem too bothered about ex¬ 
terior lighting conditions. 

The Datapen lightpen is a worth¬ 
while addition to the Spectrum artist’s 
electronic palette. £29.00 buys you a 
ticket to creative contentment.—R.B. 


to consider those more unfor¬ 
tunate than ourselves. 

The Inmac Carry Cases 
come ready-to-wear for less 
than the price of a good meal 
at Fiorucci's. If we can be vul¬ 
gar for the moment, they cost 
from between £17.00 to 
£27.50 each. 




























£ 9.95 


48K ZX SPECTRUM 


Tir Na Nog - the land of youth, the other world. 

Tir Na Nog-the kingdom of the sidhe, the home of dagda's cauldron. 

Tir Na Nog-a vast and complex adventure, in a magical Celtic landscape. 

Tir Na Nog-a most stunning visual experience, with state-of-the-art film also from gargoyle: 

animation. the stunning space game, 

Tir Na Nog-a true computer movie. AD ASTRA - £5.95 


GARGOYLE GAMES, 74 KING STREET, DUDLEY, WEST MIDLANDS. TEL: DUDLEY 238777 
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FE F 


1 A=7 680 

2 SC =0 

3 p 0 KE 36869 , 2 w»wi 

5 P 0 KE 36 B 79,9 ^ 

s UPi 

JfwiMT-EEEE gOT EEEE 6EEEE" 

25 PRINT”CCUR UP, eeeeeeE EE E" 
v> PR I NT "E EEE.EEE fc« E" 

35 PR1N ,I" eeEEEEe' EEEEEE EEEEEEE" 

45 PRINT" ^ R eeee eEEEEEEEEE EEE“ 

5 r;r N T:.|EEEEE up EEEEEEEEE F E E % 

65 PRINT"CCUR U ^ EE EEE E EE" 

SRffi-fS*—y/ 

liSMisiH: 

iSlIlISS: 

I sss's;^ is SSSS SSSS - 

■ T> CCUR K I .»• eLUK 
I fXCUR RTIEEE" 

I ISO P0KEA,4 G0T0400 

■ , PDKEA-1t 32 : GOT040O 

I 165 IF A*= " X " THENA-A+ ’■ F 0MLA 

■ no IFA*="5" THENA=A-22: P0KEAV22,■— 

r 1/0 1 - 52 s G0T04 

■ ^5 IFA ,= "/"THENA=A + 22:P0KE — 

H 180 I P r f eF(A)=22THEN5000 

fl is is®. 5 ooo 6° uthe ^ 

jl 190 GOTO150 

I glrS-s ssss ssss 

■ -- 

■ ;S:"St.>T03000-.NHT 

M 1025 60 T 01 

2000 SC=SC+5 

■ a Slfess SSSS ESS So 

■ s KSPSii *> —**“**:*"TT 

H 3023*PRXNT''CCg ^NVCEUK W^ JK _ 0 “ 

I I 3025 C F0RT=1T03000-.NEXT 

ilv-B T.OT.O GOTO! 

■ :r sss«Y 406TE ” 

■ sSr* ,w 
ss Ss-s ssss sssi 

5^-S5S^--5f ! ““ 

S F0RT=1T04000s NEXT 

5040 Boroi 


There's gold in that *har «n« rich 
in this prog for almos ^ dire ction 


111 y 

Use keys Ai 


NOTE: This is a TRANSLATED 
listing. All instructions in 
'wavy' brackets (including the 
brackets) should NOT be typed 
in but followed, i.e. CUR RT = 
cursor right. 

by G. Roberts 
for any VIC 20 


£ OF GOLD for VIC 20 







ORDER FORM 

TITLE/S 


Please include 50p post & pack 

Please make all cheques/P.Os payable to 4th Dimension 


NAME _ 
ADDRESS 


4th Dimension, Green Gables, Blackmore End, Braintree, 
Essex CM7 4DN. Telephone: (0371) 850323. 




SPACE WARRIOR 

New high skill arcade game, attempt to 
destroy the Hawkmaster and his Hawk 
assassins, avoid the disruptor bombs and 
mines. Avoid the Sub-planetary Pokers. 
There are six different all action screens 
high score facility and training mode for 
every screen. 48K SPECTRUM. 

Flip side DOG FIGHT 

A version of the popular Micronet game. 


CHATEAU OF THE UNDEAD 

IIow would you kill a zombie 
or living skeleton? Can you 
escape with the masters treasure 
and kill the VAMPIRE before 
becoming one of the UNDEAD. 
Real time original adventure 
game. All locations are graphi- 
callv illustrated. 48K SPECTRUM 


THE ULTIMATE QUEST 

A haunting, an incredible jourae 
a quest to find an almost 
irretrevable treasure which is 
scattered throughout this intrigiiii 
adventure. Traditional text only 
adventure game. 48K SPECTRUM 


WHEELER DEALER 

A very challenging buy & sell 
game where you, as a very busy 
salesman must travel from town 
to town, avoiding arrest, muggings 
floods and falling black market 
prices. Can you make a million? 
16K SPECTRUM 


s mm?* 

































LMaBK KcrLEA 


One of the oldest games in the world! Originally played by 
Bedouins using pebbles and holes scooped in the desert 
sand, this strategy game has absorbed the mind of man for 
thousands of years. Superb graphics and music, with a 
choice of levels and depth of search. Easy to learn, 
fiendishly difficult to beat! 

Commodore 64 Cassette <7.95 Disk <9.95 


COMMODORE CASSETTES ARE ‘FASTLOAD' 


A new angle in alien zapping! Against a brilliant backdrop 
of stars, you must defend your asteroid base from wave 
after wave of swooping mutating starships. Your defence - 
a powerful laser deflected against a giant mirror. How long 
can you hold out before your defences crumble? 

BBC Model B Cassette <7.95 

Electron Cassette <7.95 

COMMODORE SOFTWARE MALL SHORTLY BE 


ARCHIPELAGO 

Dare you venture into the ancient undersea labyrinths 
which link the islands of the Archipelago? Fabulous jewels 
await you there - but the guardians of the treasure mark 
your every move, waiting to deal a swift and terrible 
vengeance. How long can you survive? 

A fast-moving, action-packed game with brilliant graphics, 
animation and music. 

Commodore 64 Cassette <7.95 Disk <9.95 
(joystick needed) 


RANORAMA(H) 

An outstanding graphics package for the Commodore 64. 
Features include: free-hand sketches, circles, ellipses, block 
move, copy and reverse, magnification choice of cursor, 
joystick or key control. PLUS texture definition and texture 
and colour fill. PANORAMA (H) uses the full colour facilities 
of the Commdore 64. 

Cassette <17.95 Disk <19.95 


n 


WEST 

A compulsive adventure game set in a ghost town in the 
Wild West. Ybur task - to flush out a gang of bank robbers 
and retrieve their loot - with only your trusty steed and your 
six-shooter to aid you! 

Test the speed of your draw, your skill at cards, your powers 
of survival! 

The first of a stunning series of adventure games from Allan 
Black, played in real-time. 

Commodore 64 Cassatt* <9.95 Disk <12.95 
BBC Modol *B' (text oniy)Cass«tt* <7.95 
Electron (text only) Cassotto <7.95 




SOFTWARE FROM SCOTLAND 

Talent games should shortly be available from your local 
software retailer - or post off the coupon now. 

INSTANT CREDITCARD 24 HOUR ORDERING SERVICE TEL 041 552 2128 


B»*i,EMT 

Curran Building, 101 St James Road 
Glasgow G4 0NS Tel 041 552 2128 


TO: TALENT COMPUTER SYSTEMS FREEPOST (no stamp required) GLASGOW G4 OBR 
Please send me the following items 


PANORAMA (H) 

PANORAMA (H) 

ARCHIPELAGO 
ARCHIPELAGO 
KALAH 
KALAH 
WEST 
WEST 

I enclose-a PO/Ches,ue to the value of £ _ 


BBC MOOfcL B 

LASER REFLEX 
WEST (text only) 


LASER REFLEX - 

WEST (text only) - 

Total (includes postage and packing) 

Please debit my ACCESS/BARCLAY/TRUSTCARD 


Name (block capitals) _ 
Address _ 


Signature - Tel 

Please allow un to 7R riavs for rfeln/erv We shall not hani, r »r 




















































don't have a Micr 
don't bother with 
SAVE and LOAD 
lines 5500-55l|> an 
respectively. If yot 
an Interface 1 oH 
you'll find that tha t 
bit cagey about acf 
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Listing 1 make a 
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3 ) you're greeted don't completely 

igs, a black screen. screen, with some 
you'd either load looking results. 


There s only one problem 
with this method; it isn't possi¬ 
ble to draw curves. This is no 
great handicap, however, since 
in most applications you don't 
need to draw curves anyway 
and, when these are required, 
you can often form approxima¬ 
tions of curves using several 
straight lines. The commands to 
construct objects are as follows: 
T~if you press this then the 
I computer will ask for the x, y and 
Z coordinates of the next point. 
The computer will then move its 
imaginary pen from its old po$i~ 


allow you to rotate the object in 
the appropriate^^^fe^'g 

Digit keys 1 to 9^ Again, in 
common with last montri%prog, 
these keys define how mu^the 
object rotates when you pross 
one of the rotation keys. 

The final three commands anl 
associated with actually enter^ 
ing the data needed to construct 1 
an object. As I mentioned last 
month, 3D points are repre¬ 
sented using x, y and z coordin¬ 
ates. The program uses the 
method of defining 3D objects 
as points joined (or not, as the 
case may be) by lines. Imagine! 
that you had in your possessioJ 
a piece of very rare and expd|| 
sive 3D graph paper. Givenjns 
coordinates of a point gif the 
paper, then you could g^Seethe 
tip of a pen in the appropriate 
position. Given another point 
you coulcLdraw a straight line 
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D(40,40,-40) 


E (40,-40,40) 


A(40,-40,-40) 


iced that si< 




t,-30,0.-30 : p,30,0,-30 


any vantage 


is a result 


straifjPl 
the lack 


fext example, shown in 


solidity in the 


ter one 


some weird resultstjjf course, 
there are ways anqpvieans of 


l, and then go 
command and 


sort of sign. It is the most 






A (-30,0,-30^^/ \ 

T 3(30,0,-30) 


line is closer than ; 


^is a cube. To make matters sion when 
iplicated, there are 12 lines As well as iS 
contend with but only 8 
joints. Unlike the square, it's not 
F possible to draw it without where it's impo: 

going over a line twice. The data brain to work out 

for the cube is as follows. Read 
across the page: 
p,40,-40,-40 : t,-40,-40,-40 : 
t,-40,40,-40 : t,40,40,-40 : 
t,40,-40,-40 : t,40,-40,40 : 
t,-40,-40,40 : t,-40,40,40 
t,40,40,40 : t,40,-40,40 : 

L p,-40,-40,-40 : t,-40,-40,40 
>,-40,40,-40 : t,-40,40,40 
L40,40,-40 : t,40,40,40 


preventing hidden juKsn-up- 

drawn, but the 
mathematicaly 

therefore oainfuIIv llw ^vftn 
machine code) onJpjMl 
such as the Spec^Err^'So unless; S8 
you've got acoiss to a main- 

he method I've used to draw frame, I'm afptd that hidden J 

construct two squares pa- lines are h^^p^fay. Thaqkful- 3 

one another, with one ly, theri^^^;;a> few "efr^" 1 

methg^s;— that rely solely on 
^properties of an object :J|| 
to suppress hidden lines — that 


10 REM 4 * 4 4 4 4 * 4 4 4 4 * * * ** * * * * ** * 
-.0 REM 4 3D Rot ater- Program 4 
gp rfm 4 Bu Richard Taylor 
40 REM * July, 1384 

50 REM 444444444444444444444** 
60 REM 

70 BORDER 0: PAPER 0- INK r 
00 r.LERR 58651 : LpRD ""CODE 
90 CLS : GO SUB 9000 • REM I r,it 

'100 GO SUB 1000: REM Rotate obj 


er.t 

11 0 

IF a*="d" 

OR a*="D" 

THEM 

GO 

SUB 

120 

2000 

IF a*-"m" 

OR a*®"M" 

THEN 

GO 

SUB 

130 

3000 

IF a*="c" 

OR a*="C" 

THEM 

GO 

SUB 

1.40 

4000 

IF a*="s" 

OR a*="S" 

THEM 

GO 

SUB 

150 

5000 

IF a*="1" 

OR a*="L" 

THEM 

GO 

SUB 

160 

6000 

IF a*="e" 

OR a*="E" 

THEM 

ST 

OP 

170 

IF a*="p" 

OR a*="P" 

THEM 

GO 

SUB 

180 

7000 

IF t“ 

OR a*="T" 

THEM 

GO 

SUB 

190 

8000 

IF a*="9" 

OR. a*= " 0 " 

THEM 

CO 


PY 

200 GO TO 100 
1000 REM Rotate Object _ 

1010 IF o*<>"" THEM RANDOMISE US 
r 58084 

1020 LET INKEY* 

1080 IF a*>*"l" AMD a*<="9 THEN 
LET step-VAL. a*: BEEP .1,30: GO 
JO 1010 

1040 IF a*="x" THEM LET a=step 
GO TO 1700 

1050 IF a*-"X" THEM LET a--step : 
GO TO 1700 

1060 IF a*="y" THEM LET a-step 
GO TO 1800 

CONTINUED ON PAGE 100 

























DATA FOR 

p,5,-5,-10: 
t,5,5,10: 
p,40,5,10 : 
P/5,5, 10 . 
t,-5,5,10 : 
p,-5,40,10: 
p, 5,5, 10 . 
t,-5,-5,10 : 
p,-40,-5,10 
p,-5,-5,-10 
t,5,-5,10 : 
p,5,-40,10: 


t,40,-5,-10: 
t,40,5,10: 
t,40,5,-10: 
t,5,40,-10: 
t,-5,40,10: 
t,-5,40,-10: 
t,-40,5,-10: 
t,—40,—5,10 
t,-40,-5,-10 
1,—5,—40,-10 
t,5,—40,10 ' 
t,5,-40,-10 : 


t,5,5,-10 : 
t,5,-5,10 : 
t,40,-5,-10: 
t,-5,5,-10: 
t,5,5,10 : 
t,5,40,-10: 
t,-5,-5,-10: 
t,-5,5,10: 
t,-40,5,-10: 
t,5,-5,-10: 
t,-5,-5,10: 
t,-5,-40,-10 


t,40,5,-10 : 
t,40,—5,10 ■ 
p,40,-5,10: 
t,-5,40,—10: 
t,5,40,10 : 
p,5,40,10: 
t,—40,—5,—10 
t,—40,5,10 i 
p,-40,5,10 : 
t,5,-40,-10 : 
t,-5,-40,10 : 
p,-5,-40,10 : 


1080 IF THEN LET «t.p: 

THEN LET ,=-steP 

GO TO 1900 

1100 PEEK 59052+a 

Tet b =PEEK W: IF b< 18® 

then go to 1010 poke 

1720 IF SGN a—1 1 HLH 
1730IF SGN a=l THEM PUKE 

So pnKE O 58053,FFEK 580 fb*l 
S LET L-PEEK *®«' IF »■ > 

is “ «"■«» 

,b^76 . - rU r 7 L. poke 58050 , 

1830 IF SGN rHbN 

b~ 180 

as p 0 ^° 5 i'S^F 4 ;<iB 0 

1910 LET b=PEEK 

S sm'S-l THEN POKE *054 

.I-* IF 8 EH THEN POKE 50054, 
b-180 

1940 GO TO 1010 . 

3 ^ D iV , LEN I S<>t THEN GO TO 301 

0 _ „ h*-"0" THEN GO 

3030 IF b*=”d' uK ** 

,SSV>.. «<>•"• TH ™ 

3 So T °N?m‘’"« 00 «F'“ TI '" FOOT* 


''Filename? " EI !j!jvj7 

OR LEN c*>10 THEH 


5560 CLOSE #4 
5570 RETURN 
5800 INPUT ' 

5810 IF c*=‘ 

GO TO 5800 

X ST" D ? M r b * wish to verif 

la' if 'len b*oi then go to 


TheHe^ 


33.0 RETURN _ i ub/T ipf 

SWWr,sr* 

« ’"^LEH oSO. THEN 00 TO 60. 


'6030 


Continued 


page 


99 


,P o.-«- OP FfH 00 

'eSoTW.-T- ONO L.O-T--THEH 

6 So T ?N^-p;...p*”f r r TER for 

OTSO*y iS'cLlO THE.. 00 TO 605 
L-0 U» c, 0 «T« .»> LET6.-K 


ss sssr->-« • 

0-7 > " • a .. - r upu GO TO 40 

4020 IF a<0 OR *->'■ IHLN GJ 


4080 INPUT "New PAPER colour? <0 
So" iF b<0 OR b>7 THEN GO TO 40 
Zm INPUT "New INK colour? CO-7 


3060*IF a<1 THEN GO TO 3050 

3100 INPUT "DIMINISHING FACTOR? 

• '■ r . 4 THEN GO TO 3100 
o,iifi IF 1 mr - M 

FLfl 


,p THEH INPUT WKEYO, 

RETURN 2 TO LEN o 

3520 LET d*«oV. FUR d - 

* STEP 4 

3580 FOR e=0 TO - 

ss "«r«"3 b=s " IF 

L 0R b< 128 THEN ™ -JVxT e 
3570 LET o*<d+e;-GHR* & 

NEXT d 

ocrpp 1 INPUT INKEY# 

3580 ^^Sp !<•^ E 

3800 INPUT i INKET = n ^ r£TURH 


> " ;c _ nfi> ,-.,7 OR b-c THEN G 

4060 IF C-x0 UK 

0 TO 4050 pfiPFR b INK c 

4070 BORDER a T| PHrER b 

4080 LLb - - nirrodrive/Tape 

5000 iMPuf "IbVE o'mCRODRIVE 0 

35 5 ■ ■« «;•«" 1* “ 

TO 5500 . . bS <>"T" THEN 

5040 IF b*<> HML 

SAVE c* C-ATA x*0 

5070 GO SUB -J „ h h t hEN RE 

5080 IF t.*= " UR D* 

TURN „ .-.Mr, h$< >"Y" THEN 

5090 IF b*<> ,, y“ MML b * 

GO TO 5070 %( , RETURN 

5100 VERIFY c* OHTH A9■ 


6080 RETURN ? ( 1 -e> " 

6500 INPUT "Which dr -• 

So N IF b L,EN b*<>l OR b*<^“ ° R b 
$ v-e» then go to 

gs SJt,??.* 

6540 INPUT #4:o* 

6550 CLOSE #4 
6560 RETURN 

7000 REM Add new pom- 

j£! — 

7510 IF a<-123 UR a^i-' 
7520 T IF W SGN r=-i J THEN LET *=*+25 

?s« irs «' b< ■ > ‘ m 

T b THEN GO TO < L ET b=b+25 

7550 IF SGN b— 1 rHfeH Ltl 

?*» 4<>I« 

-«=,70 IF c .'■■■ -1 X>-' UK j~ • 
i 5 l0 T IF N 8GN S-StHEN LET c-c + 29 


b 590 LET e*=CHR* *+CHR4 b+J 
7600 RETURN 

.3000 REM Hdd new 1 - 7000 

is S S wSTuit —«»• 


5500 GO SUB 5800 7 , 1 - 8 ? " 

5510 INPUT "Which drwe. ■ 

SpSpSh 6.0. THE,. 60 TO »1 

5 53<s IF b«<-V * b»>"8" ™ E " 

TO bb 10 . ,irti b?t» 

5540 OPEN #4.;"m",'/HL b*, 

PRINT #4;o* 


1 +e¥ 

3080 return 

9000 RF.M Initialise 

9010 LET 0 *="" 

9020 LET steP-J 
9030 PUKE 58052,0 
9040 POKE 58058,0 
9050 POKE 58054,0 
9060 RETURN 


LET 


FT 


















► IN 
+■25 

; b 

> IN 

>•+•25 

OIN 
c+25 
m c 

510 

i-CHR* 


VMP hen you’re up against all the evil in the universe, you 
need the finest joystick. Weak, sticky slow controls 
can only lead you to your doom. 

You need a Wico.® The controls in more than 500 
modem arcade games are actually made by Wico.® They set the 
industry standard fordurabilityand performance. And the 
arcade quality goes into the Wico® you take home 

Wico® joysticks work directly with the 
Commodore 64,™ Vic 20,™ all Atari® Home 
Computers and Atari® Video Games. 

Add an interface, and you can connect into 
a Sinclair Spectrum or Apple II® and lie.® If you 
have a new MSX computer there’s the just 
released MSX Grip Handle for you. 

What do you get? A man-sized handle 
on a virtually unbreakable shaft. Tough, 
ultra-sensitive Wico® switchgear. A heavy¬ 
weight base. A year’s guarantee. And more 


dodging, chasing and blasting power than ever before. 

The Wico® range includes the famous Red Ball,™straight 
out of the arcades. The Three Way Deluxe with interchangeable 
handles. The light but rugged Boss. And check out the state-of- 
the-art Trackball: many owners use it for serious programming, 
where it gives them effortless cursor control. 

Ask your dealer to let you handle a Wico.® Quality 
(you’ll find) costs money 

But if you want to have less trouble fighting your 
controls, and more power for fighting the 
forces of darkness . . . only Wico® is worthy 
of your hand. 


CGL HOUSE, GOLDINGS HILL, LOUGHTON, ESSEX IG10 2RR. 01-508 5600. LOOK 


wico 

THE FINEST HAND CONTROLS 
IN THE KNOWN UNIVERSE 
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GAMES, 

>, GAMES! 





Software Index, the best 
magazine guide to thousands of 
Software Programs. 

Packed with GAMES Software 
—what the games are and 
where to buy them. 


\OVER 2 


TO PLAY 


PLUS 

Over 1,000 Educational Programs. 

The only software guide to 
programs for the eight top Micros. 


BBC 

COMMODORE 64 
DRAGON 
VIC 20 


ORIC 1/ATMOS 
ATARI 400/800 
SPECTRUM 
ZX 81 


oFTwaRe 


1984 No. 4 £1.50 


INDEXH 

IN YOUR NEWSAGENTS NOW 


I 

i 



Chris Tarrant presents. 


'See the 
best 

games you 
can buy in 
full colour 
action! ^ 


Spectrum • BBC Micro 


• Commodore 64 


Great video offer! 

CHRIS TARRANT battles his way through 
twenty-one mind-boggling computer 
games in an original video programme, 
it's fast and furious fun—and it’s also an 
invaluable guide to the best computer 
software on the market. 

"A smash hit!" ( TV Gamer) ...Only 

"Mindboggling"( SundayPosti _ _ _ - 

"Revel in Chris Tarrant! ” ( Big /0 Cl 2.85 s 


TO; CHRIS TARRANT VIDEO OFFER 
Department CTV2, Rochester X, Kent ME99 1AA. 

Please send me.copy/copies of the video at 

£12.85 each (inc. VAT, p&p). Please allow 28 days for delivery. 
Tick format required: ^ H$ Q BetamaX □ 

Total COSt: 

Name (BLOCKLETTERS). 

Address. 

.Telephone. 

I enclose cheque/PO No. value 

£.(Cheque payable to IPC Magazines Ltd) 

l wish to order by Access or Barclaycard 
A/c no: 


Signature. 

Access and Barclaycard holders may order direct by 
telephoning 0634 407380 at any time. 


Chris Tarrant Video Offer, Department CTV2, Rochester X, Kent ME99 1 AA 















































... He knew that parachuting in the enemy compound was no problem. The run for his 
life was getting from one place to another searching for the scattered secret files 

The task required every skill he could master! 

ALL OR NOTHING-WITH CURRAH SPEECH! 

Three D action - a superb combination of arcade, adventure and strategy- Superfast 
- Packed with action SPECTRUM 48K-C6.95. 



(Send for our full list of games). 



Do you write your own programmes? 
If you do, we would be delighted to 
evaluate, and perhaps make your 
game part of our range! 


BEX DISTRIBUTION LIMITEDi 


17 MARBLE HOUSE, ELGIN AVENUE, MAIDA VALE, LONDON W c 
TEL: (01)2862371. 




NOTHING Sim 
ame, address, and gam 
RO. for £6.95 made pay 


RDERS 

1.00 per game ordered] 
14 to 28 days for deliver 


on a piece of 
nclosing 
BEX 








Customise your Bid n 
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Available from computer software 
stockists nationwide, including 


Addictive Games 


To order by mail (p&p free) send 
cheques or postal order to: 


//IK RICHMOND HILL, BOURNEMOUTH BH2 6HE 



VALUE that's 
out of this world 

N ONE CASSETTE 


It is impossible to tell you everything 
about the 50 games on 
CASSETTE - 50 but they include 


NOW AVAILABLE FOR C*< 

DRAGON OOBaIb Spectrum 


ELECTRON Atmos . 
ATARI ORIC-1 ZXBl . VIC* &!) 


many types such as maze, arcade, 
. missile, tactical and logic games, 

. to suit most tastes in computer 
game playing. 

CASSETTE - 50 will appeal to 


EXPRESS DELIVERY- 
ORDER NOW 


Please send me by return of post. Cassette 50 at £9.95 
per tape. I enclose a cheque/postal order for 

made payable to 
Cascade Games Ltd. 


£ 


1 


people of all ages and the games 
will provide many hours of 
entertainment for all the family at 
a fraction of the cost of other 
computer games. 

WE PAY TOP PRICES 
FOR TOP QUALITY GAMES 


Name _ 
Address 


- Post Code _ 

Country____ 

Dealers & Stockists enquiries welcome. 


Please debit 



l II 

COMMODORE 64 
SPECTRUM 
ATARI 


VIC 20 


ORIC-1 


BBC A/B 

ELECTRON 


ZX 81 


APPLE 

ATMOS 


DRAGON 




Cascade Games Ltd., 

Suite 4, 1-3 Haywra Crescent, Harrogate, 

North Yorkshire, HG1 5BG. England. • 

Telephone: (0423) 504526. BK 11 / 85 J 


































































ADVENTURE PLANNER is the latest new 
product from Print 'n' Plotter Products Ltd. 

If you're an Adventure Game nut, it's exactly 
what you have been looking for! 

No matter how complex the game, 
ADVENTURE PLANNER can help you sort out 
the riddles faster . . . and keep a permanent 
record of where you are so that, next time you 
play, you will know where you left off! 

It consists of a 50 page, fully bound, pad 
with a complete 'mapping' system for any 
Adventure Game ... on any Micro. 


There's over 150 locations per sheet (7,700 per 
pad) and it's a BIG SIZE A3 (16%' x 11%"). 

It is, of course, professionally-produced — 
what else would you expect of a Print 'n' Plotter 
Product — with graphic cover, board backing 
and complete with instructions, hints and tips. 


At only £3.95 (plus p+p) ADVENTURE 
PLANNER is tremendous value . . . and 
remember, it also helps you to write Adventure 
Games. 

It's the best way to beat the system . . . faster. 


If you program games (or just like a bit of fun) don't forget Print 'n' Plotter's other fabulous products. 


PAINTBOX (48K Spectrum). The most professional 
graphics tool kit that makes drawing anything on 
screen simple — and saves results as re-callable 
machine code . . . Your Spectrum said: "One of the 
most outstanding programs I've seen this year." 


SCREEN MACHINE (48K Spectrum). The program 
that gives you instant machine code techniques for 
screen and graphic planning — plus a complete text 
compiler to cram a fantastic amount of game 
instructions into memory! 


ZX PRINTER PAPER. Now at only £12.00 for 5 rolls 
. . . the best Printer Paper for the ZX PRINTER! . . . 
(discount for 10 rolls). 


ORDER NOW OR 
ASK YOUR LOCAL 
COMPUTER SHOP! 


CREDIT CARD 
24hr ANSAPHONE 
ORDERS 01-660 7231 


Post to: DeptKIO Print 'n' Plotter Products Ltd 19 Borough High Street, London SE1 9SE 
Please send me the following: 

.ADVENTURE PLANNER @ £ 4.50 .SPECTRUM JOTTER PADS @ £ 9.00 

.PAINTBOX SOFTWARE @ £ 8.25 .5 ROLLS ZX PRINTER PAPER @ £12.00 

.SCREEN MACHINE @ £ 8.25 .10 ROLLS ZX PRINTER PAPER @ £23.00 

All prices include VAT and U.K. postage 

Overseas orders add 25% on quoted prices for additional handling 

□ I enclose remittance in full 

□ Please bill my ACCESS/BARCLAYCARD/VISA/ MASTERCARD No: 


(Phone 01-403 3622 for Dealer and other enquiries) 
Name:_ 




.Address: 


K10 




















































“Over the past few months many people have sent me the 
best software that they have written and asked me to publish /s' 
itforthem. I’ve picked the best of the best and they are As 

available now from Silicon Joy” /\ 




“This excellent strategy game puts you in 
charge of a Grand Prix team and your task is to try 
and win the Team Championship.” 

Features: Race Action ★ Driver selection 

★ Racing Car Engineering ★ Mechanics 

★ Finances ★ Sponsorship problems 

★ Crashes etc. 



“A 2 or more player Boxing game in which you 
fight your oponents with excellent on screen fight 
action. There is even a World Championship 
league included in the game!” 


RUN-YOUR-OWN 
-LEAGUE 


Requires Printer £ 6-95 



SCORES FOR FIXTURE WEEK 3 

1 Addictive R* v Stourvale ^3 

5 0 

2 Corinthians v Richmond Utd 

2 2 

3 Wimborne W. v Kings Arms 

2 1 

4 AFC Spectrum v Red Lion 

1 1 

5 Poole OB v Charminster 

3 0 


/ “A very useful utility program which allows 
anyone to run a League with ease. This 
professional program is designed to be used for 
almost any sport or game and has many features.” 
E.g. Up to 30 teams per division ★ Match 
cancellation/award ★ League Tables calculated 
★ Variable points systems etc. etc. 



TRIO 


3 quality games on one cassette for just £5.95 (under £1.99 each!) 


ASCOT- “an excellent horse racing gambling DRACULA’S CASTLE - “This is an amusing CHAOTIC CAVERNS - “A highly addictive 

game with superb race graphics.” Realistic odds arcade game in which you must run around the maze chase game with 7 caverns. What really 

and up to 6 players per season. castle to switch the lights on while avoiding the makesthisgameisthatitrequiresahighdegreeof 

vampire bats. Beware of sleeping Draculaas lights strategy to master it.” 

wake him from his coffin. Can you survive till 

dawn!” 


Look for the yellow packs in 
Software Stockists 
nationwide. 




































































Bomber's away—and so are you! Your task, 
to seek out hostile forces concealed within a 
vast mountain cavern network. As you pilot 
your plane through an ever-narrowing tun¬ 
nel of solid rock, keep your eyes peeled for 
enemy fuel dumps. Only by taking these out 
as you pass overhead can you hope to keep 
your own fuel supply topped up and thus 
keep flying. Prang a rock and you perish. 
Keep a cool head, keep flying and above all 
keep bombing! The name of the game is 
survival. Not for the claustrophobic! 


mmmm 


1 OREM * * * * * * * ~ * * * * * * * "* * * * * * * 

20REM Written and designed by 
30RF.M James McPherson 

4 OR EH * * *** * **** ************ 

50 s 
60s 

7 0 ? & 7 2 50 s ? & 7 3 —%*BO 
80MODE7 

90VDU 23 58202 ;O; 05 O } 
j. ODD IH 97. ( i 0') , H't- < i 0) 

1 ;i of on uj io 

1209%< Q %>*<11 U% >*i00 

130 m <0% > *“ a ames HcPh 
i4ONEXT 
:l 50PROCi ntro 
160 PR 0 Csetup 
17037.== 15s r UEL%-30 
X BO?^74-S7. s J1.5 
i 9 0 28<76“ r J % "■ 87 2 907,-0 
200i...XVE%-3 
2 i 0 RR 0 Cmove 
220EHD 
230 s 
240 s 

250DFT PRDCsetup 
26 CONVEX OFF- 3« i , 50 » / 5, 2 t 

O • X,126,126 

’ 2 /OPRi 141 I Alt < O „ 0 > 5 CHR #1 s • 

l5 V8<#TNl 1 At'- <0.1 ) ; C:l IfWJwJh 5 cl !r « : 

1 'OloPR I M l I AB (0,2) : Cl iPt 5 34; r.HR*t57; CHR* 
1 32 5 “ =s= 5« = = = = = s = ::! '.. 

i 4 7; 






■1.157; Cl 1R* 


320NF-XI 

score* 

3/OFNOPRfin 

380 s 
390: 

^ODFF fRMCmove 
4- i. OX %= I o • y%- j g 
4 V. 0 X B 7 ; = j o • y j> %» 4 
^-Ci.oC LAG7=0 
440C:f=rCHR:tl3;^., .. , 

450REPEAT 

460X .1 7.=XX* yj x~-Y'y„ 

4 70rUEl..’,i=rUFI "/ ■ 1 
4 B 0 SC;<=SC:% ! 1 * 

4 9opr i m r r ab <1. o, 1 T 7 n i F i 
boor-Riw,- tab ( ;, : 7,, , O 1 

•.sr s '“*»•«»•»*»<.», <**«, 

<47, j; r un Or uelx ,'3 ’ 1 "' ;6: sr ' u W> 3, i, 

Cend • UflllLHl A/.i- M V%»40)= 2 g 5 THEN f'Rt 

570 PR TNT TAB (X%, y%, . r * 

_ 2 b ? J I riME >S 00 AND SV.n THFN frur 

--b,; ■ j. •" ■ * r *I 4 j I HH"~0 2 S% 

570 XT S % 7 6 THEN S%=& 

6O0CAI L&COO 








































bfl ^ McpmsoN 


mmm 


620?&74=S7. 

SolfS<2>-. THEN .-HINT »».«>! 

rJ ' F ,V i It 'll HC.T.-O THEN OOIO y lfcO 
660PRT.M T TAB<XB*/.~ J. 

6 /0YB*/.=YB"/.'M 

ABOPOX."'' < 11T MPM i- X B'X, '• YU/.* 4u ) 

690: 

FLAG7.- 


0YB7.=YB"/.i:l 

!OPnx= :' <HIMEM»XB -41 YU/.* 4 u) 
loir YB%.>22 OR XBV.O' OR P0^255 t HUM 
Pi AG*/.=0 5 SOUND 0 , 15, V., 3= bU10 / *■'■> 

/OOII P0%=94 11II 14 rNvrton !,!»-> y j‘ ’ 

, 1 cr . «=• i 5 1 26 , o , o , 1 , 1 26,1 --6 5 oUUNu l , - 

"'too ’ FT AG"4=0: PRI NT TAB ( XB7., VB"4 > 5 " 

277; 7 L i aa. «r.*-8C** 10s GOTO 720 


* 0 - 

FI ‘/.-•FUELX ‘ 1005 SC^-SCY, 1 Id" bU i U 
7 j. OPR I NT TAB < X B% i YB %> 5 
720UNT H. O 

730EMDPR0C 

740 s 

760RCM ** Type the machine cod. 
•‘770RFH ** in carefully or e.i 7,3 
780REH «* it may destroy the 
79OREH ** whole program 

BOO : 

9 5.02 

820DEF PRDCme 
830F0R r/-»0 T 
G40P%=&C0 0 
850 t OB r f y* 

9601. DA £877 B 
97'OS T A 070 
08OL DA 007'it: 

8909 TA 07 .1. 

90OLDA £255 
9 I.OSTA 8775 
920LDX £21 
930- LOOPi 
940LDV£3 
950-LOOP2 
960INv 

9701..DA (8770) 

900DRY 

99 OS r A (8770) - Y 
1OOO l H V 
iOiOCP- 


FU 


ode ** 


m 


V. ■¥: 


. 1 , £39 
1 020BNP L OOf"‘2 
10305. .DA 8776 
I040CMP £0 
j. 0 5 O B N E l. - L S S 2 



j 060INC 2777-. 
j °70L.DA 2,74 

■IOBOCMp £0 

1.090BEQ |j:oc 
1 1 00LDAP j 4 7 
1 1 lOSi A375 
1 ; 'O0Dt.!7 675 
1 1 30. /...ESS 
- 1 40.LESS2 
1 1 501)PC 6/6 
' 'L70LDAA7 

it/OCi..C 
1 i B OADCf.M 
1 5 908106 7:7 
1 ' 'I Of;. 

■' 2 T OAOCpo 
5 220STA2773 

1 •' .Li.- 

1240STA(670) 

57750!.DA£255 

by. , (M 

•i 2 7 OLD A 670 

T^aoctc 

1 290ADC £40 
•R300STA67O 
1310LDA&71 
1 320ADC£0 
j 530STA67J. 

*34ODEX 
5 5 b 0B N E L. 0 0 P t 
1 36OPTS s3 
13ZONEXT 
1360ENDPRoc 
1390: 

.1 400: 

14J0DEF PROP. 

1 420SOUND 
1 4301... I VE“/ ; 

1 4 4 OPR X |\/ j 

1 4sor : ‘%wo 

1460FQR ZX«l T0 
^ MO) -m? 

1 boof'fyj NT TARcy"' i . 

15 1 OPOP< Q«sto 5oio y; 5 CHf< * 1 35 5 “ > •' 

J 520NEX1 ■ 

1530IP LI VEX >0 ANP run - - 

' ,WL 1 utl -4>o THEN DW 

1540CLS 

3 SSOPROCw f " , - 

1 560PR0Cw ( "and haA "^227*' <SCX) ’ 41 > 

1,0 its left", 44 -, K -f- v f • UE. L. /) f 11 f UG 

s:r 

1 590PR0Chiscores 
1600CI.S 

You want another gam, 



0 


•nd 

3,200 1.; 

: t I VE% ;{ 

1 AB < 36 ’ 1 > j L IVE 5 -. 




:SOUND 


1 




■> 0 „ 2 


UR ? (HI Mf 


"Do 


11 IEN CLS: END 
THEN VDU7:GOTO 


' h' 3 f . ’ J' fT o [; t ,i { 

N -' " ,42) 

1620A$=GET$ 

1630IFa*="N" 

'io ir Arc>»y 

3 650CLS 
16600010 .160 
1670END 
3 •iSOENDPRnr 
1690; 

:i 700; 

3 7 : tODE'F PROCw(W*,f •;) 
,20A%= 1 8,..en( W L;7 

• / If L.4 4 thfn j v _, .. 

740PRin f TAB( A v i 7"5; G0TD 
/ 50 ENDPR 0 C fCHRtR'/.sWT 

!. 7&0R%«RN0 < 7) * l ?h 
3 7 7GAX=A%' 1 
1/SOPOR Q%» LX to l%+1 


1 61 0 


1 760 


- wAcrl 








































Letters to BIG 


..a\ikia WIN 


ISTHEWORLD'S 
SECOND BEST 
COMPUTER MAG 
BORING? 

Congratulations on having the 
same 'whistle after me' attitude 
in computing as Daley Thomp¬ 
son has in sport. You've won the 
1984 Steven Craig Best Laugh 
Award for your Rubber 
Keyboard feature (BIG K, Aug.). 
BIG K isn't just full of boring dis¬ 
assemblers and benchmarks 
like the weaklies. 

I recently saw Gremlins on re¬ 
lease in Canada, and I'm send¬ 
ing you some pics that weren't 
available for your 'Celluloid'fea¬ 
ture (BIG K, Sept.). Let me tell 
you. Gremlins is a really great 
movie. Watch out for Ghostbus- 
ters too. 

Can we please have a picture 
of you? I'm desperate to see 
what you look like. 

Steven Craig, 

Penilee, 

Glasgow. 

BELOWTHEBEIT 

Has Tony Tyler got some per¬ 
sonal reason for his vendetta 
against Atari? His latest 
onslaught on American maga¬ 
zines was totally inaccurate. Pre¬ 


sumably he based his assump¬ 
tions solely on the issues whose 
covers he reproduced. Assemb¬ 
ler is covered in one of those 
issues, complete with listing. 
Other articles include listings in 
Forth and Action. 

He obviously didn't find out 
much in the time he owned an 
Atari or he would have known 
that Atari Connection is the 'in- 
house' magazine that was sent 
free to all registered owners like 
Britain's I/O. As such, you can't 
expect to see much in it. 

Finally, if these magazines are 
aimed at the novice how low is 
the market your magazine is 
aimed at? 

Ken Ward, 

Lakenham, 

Norwich. 

T.T. reacts: 

•l /endetta? Onslaught? My love 
for Atari products knows no 
bounds — it is no exaggeration 
to say I would willingly lay down 
my life for Atari Corp. — while 
my ignorance of all this user 
group >stuff (thank you for en¬ 
lightening me, by the way) was 
based solely on the fact that 
Atari Corp. (for whom I would 
lay down my Iife) lent me my 800 
(which is why I would cheerfully 
laydown my life, etc.) — and as a 
result I never got onto any sub¬ 
scriber lists. Therefore, etc. 

As for what sort of level BIG K 
is aimed at.. .why, YOUR level, 


Ken. You read it, didn't you? 

P.S. You haven't got a beard 
by any chance, have you? 

AMSTRAD WRITES... 

Shock horror. I read John Con¬ 
quest's review of the noble Am- 
strad and wasn't at all sure what 
to make of it. He seems to have 
made some subjective assess¬ 
ments without the benefit of all 
the facts. 

Firstly, it was designed by Ro¬ 
land Perry. He won't change his 
name for anyone — not even 
BIG K. 

Amsoft has certainly taken a 
hard line with some software 
houses who were initially in¬ 
vited to participate in pre-launch 
development. When it looked as 
if the very expensive hand-built 
prototypes were not actually 
being put to good use, we repos¬ 
sessed them and gave them to 
other houses who've proved 
more vigorous. 

All the firmware information 
necessary to write on the 
machine has been published 
well before we started advertis¬ 
ing the hardware, so my consci¬ 
ence is clear. We naturally in¬ 
tend to handle as much software 
as possible since as you fre¬ 
quently observe, the availability 
of software is crucial to the suc¬ 
cess of a machine — and I'm 
rather relieved we didn't leave it 


up to those whose Ferraris and 
crates of Dom Perignon are now 
resting in the hands of receivers 
up and down the land. Firms 
with pretensions to even bigger 
things like Jumbo Jets make me 
even more nervous. 

William Poel, 

General Manager, 

Amsoft. 

ALLK'DUPAND 
NOTHING TO 
LOAD.. ? 

I've just got a 48K Spectrum but 
don't know what software to 
buy. Please send me your re¬ 
commendations for adventure 
and arcade-type games. 

Mark Schutz, 

Enderby, 

Leicester. 

0With over 5,000 recorded 
items of software available for 
the Spectrum, your best bet is to 
keep up to date with BIG K's re¬ 
views. 

COMPUTER SNOB WAR 
-EARLYWARNING 

Isn't it about time that the sadis¬ 
tic, full-scale, bloody battle be¬ 
tween different computer own¬ 
ers is stopped? Everywhere I gol 
hear "Look at the Spectrum 
keyboard! How utterly yuck!''or 
"Oh. The BBC has the very best 
BASIC, ahem." I own a CBM 64 
and am always being perse¬ 
cuted for my 'prehistoric BASIC'. 

But what are they getting their 
knickers in a twist about? They 
don't have to use it. Surely one 
computer is as good as another 
to its user. We all have to get to 
grips with our machine's good 
and bad points. So who cares 
what computer they have next 
door? 

Trevor O'Grady, 

London SE2. 

I recommend the following 
musical accompaniment for 
these games: 

Jet Set Willy (Our House - 
Madness) 

Atic Atac (Thriller — Michael 
Jackson) 

Sabre Wulf (In The Jungle - 
Tight Fit) 

Micro Olympics (Gold — Span- 
dau Ballet) 

Lunar Jetman (War Head — UK 
Subs) 

Chequered Flag (Driving In My 
Car— Madness) 

Jet Pac (Walking On The Moon) 
— The Police) 

Simon Curtis, 

Basingstoke, 

Hants. 

0How about playing "Imagine 
no possessions ..." for a certain 
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by NICKY XIKLUNA 


Liverpool software company? 
(ex). I've heard it's good music 
to move to . . . 


A question for disassembling 
folk: Who has an infinite lives 
POKE for Ocean's Moon Alert ? 
Zem, Squornshellous Zeta. 

A. G. Gatner, 

Guildford, 

Surrey. 

§And what do you have for 
breakfast, A. ? 


In answer to last month's ques¬ 
tion on how to kill the dragon in 
Twin Kingdom Valley. Get the 
'Staff of Power' off the witch in 
one of the other towers. 

Gerald McLaren, 

Glasgow. 

SABRE GOOF 

Have you spotted the mistake in 
issue six's Sabre Wulf map ? You 
only showed four possible 
amulet sites, whereas I've found 
at least 16. Here's my tip list: 

Use the red, blue and purple 
(disorientation) orchids as much 
as possible. Ignore all small-fry 
treasure in corridors and rooms. 
They may increase your score, 
but they don't enhance your 
chances of either finding the 
Amulet pieces or your 'percen¬ 
tage of game completed' score. 
You'll lose valuable lives trying 
to collect these pieces of rub¬ 
bish! 

Collect all the red statues. 
They give extra lives (nine max). ( 
Don't fully enter a room unless it 
contains a useful item. The 
penalty is probable loss of life. 

If you don't have all four 
amulet pieces upon entering the 
Temple — you have no defence 


against the Guardian. Always 
use an orchid before entering 
the Wulf's corridor. Remember! 
You have no defence againstthe 
Wulf. 

No joystick means no chance 
of getting a good score. Only 
take your finger off the fire but¬ 
ton in emergencies. 

You can't kill the natives! It is 
better to bash them once with 
your sword (as with the large 
animals). Then they'll buzz off in 
another direction. 

Make full use of pause control 
whenever you find a piece of the 
Amulet. Assess your position in 
the room — as the creatures will 
go foryou something terrible! 
David Parr, 

Washington, 

Tyne and Wear. 

•Countless thousands pointed 
out the Sabre Wulf goof in our 
map. There was a dead-end 
where a door should have been. 
The culprits are now safely in¬ 
carcerated in the Tomb of 
Gloom, one level below the 


Tower of Power. Thanks for 
timely correctives from — 
Jeremy Diccox, Tim Bailey, 
Andrew Brown, Douglas Nolan, 
Colin Grahamshaw and Carol 
Nolan to name but a few. 

WULF SABRED .. 

I have discovered a sure-fire way 
to conquer Sabre Wulf and get 
to the final screen. I am giving 
you my theory in response to 
your requestfortips in No. 6. My 
map is divided into grid squares 
numbered from 0 to F on each 
axis in the hexadecimal base, so 
that each square can be referred 
to by a two digit number. So you 
start at 8A. 

Amulet positions can be 
found in six different places. For 
example, if you find your first 
piece in square 7A, the other 
pieces will be in squares 2E, 19 
and 95. Each of the six positions 
containing the six pieces are 
shown in the table below: 


Route 1st 

2nd 

3rd 

4th 

no. 

piece piece piece piece 

1 

7A 

2E 

19 

95 

2 

9A 

3C 

53 

D4 

3 

7E 

34 

93 

85 

4 

B 

3A 

53 

62 

5 

CA 

D9 

D2 

62 

6 

IE 

25 

44 

D2 


The initial player problem isto 
find the first piece of the Amulet 
which will be in the first column. 
Then it's just a matter of finding 
the others and passing the keep¬ 
er of the Temple. Most readers 
should be able to do this, 
although it takes some practice. 
P. Weldon, 

Rhyl, 

Clwyd. 


PIRACY BORE 

I work in a computer shop and a 
lot of piracy comes to our atten¬ 
tion. Let's face it, it's not that 
prices are too high. It's just that 
punters prefer not to pay. Re¬ 
member— piracy lengthens the 
dole queues of thefuture! 

P. Clevett, 

Tadworth, 

Surrey. 

• That's enough piracy for one 
issue. 


GULPO 


SOMETIMES these things hap¬ 
pen. A guy writes something. 
It's good. You print it. Then 
comes Headline time. And the 
guy who knows who actually 
wrote the piece is off on holiday, 
while the guy left behind — who 
doesn't know — assumes it was 
written by the guy he expected 
it to be written by. 

Yes, folks, this is the real — 
the true — story behind the 
Great Atari Player Missile 
Louse-up. It wasn't written by 
ace Staines programme* Nigel 
Farrier (as we said). It was writ^ 
ten by ace Scots programmer 
Alex Boitz. Grovelling apologies 
to both. 

The other miserable self-shaft 
in recent times involved the 
absolutely ace conversi** of the 
PET original CBM Golf game by 
Jon Bull. We had this ongoing 
industrial dispute, see, and fol¬ 
lowing the any-port-in-a-storm 
principle, we out farmed the lay¬ 
out to a freelance artist. Now 
this chap is a worthy chap but 
he didn't fully appreciate that 
lines have to be in the right 
order. (He has since been shot.) 
So ... if any CBM owners out 
there are having more than the 
usual difficulty running this 
game, just contact us and we'll 
send you an intact listing. 
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We ve done it again 


Wr% 1 i 1 " As you fly from 

| 1 I cloud to cloud 

v i \| you will enjoy sky 

~ .=■ .. high excitement 

H dealing with the challenges 

presented to you by this superb 
release by Tom Mix Software. 

Machine language. 

1 or 2 Joysticks required 


You thought The King was 
great? Wait ’til you see this!! 
Outstanding high resolution 
graphics, tremendous sound 
make this “Medieval” type game 
a must for your software collection. 

_ For 1 or 2 Players 


£ 9-95 

ON CASSETTE 

Mail Order Sales from 
Microdeal Mail Order 
41 Truro Rd, St. Austell 
Cornwall PL25 5JE 


Contact MICRODEAL 
DISTRIBUTION 
0726-3456 

(Exclusive Distributors) 

Selected Tom Mix Titles available 
from computers dealers nationwide 
or from larger branches of - 

Stores 


Dealers 


C redi t Card Sales 

Phone 0726 3456 




















The ultimate 



The New Protocol4 interface for the ZX 
Spectrum brings you game control 
customising in a way that no other 
interface can. It accepts all 
commercially standard 
joysticks and is 
compatible with ALL 
Spectrum 
software. 

Operates like 
fixed option 
interfaces or 
can be fully 
hardware 
programmed. 

Infinite flexibility is 
achieved by the unique 
“CustomCard" System. 

CustomCards are easily 
programmed to suit all types of 
games. Protocol comes with 4 
pre-programmed cards allowing 
operation with Kempston, AGF/Protek, 
Sinclair joystick 1 and 2 options as 
well as 4 programmable CustomCards and 10 
Quick Reference Programming Cards. 

Simply clip in programmed card for immediate 
customised control. 


Other exciting features 


n 

d 

y 

it 

:S 

-b 

e. 

e. 



include: 

★ Automatic 8 direction control 

★ Guaranteed conflict- free with other peripherals 

★ Reset Button to clear memory between games 

★ Fully guaranteed for 18 months 

★ No power-down progamming loss 

★ Keyboard remains fully operative 

★ Complete with full instructions 

Also from the ACF Hardware range: 

★ Programmable Interface — Ever popular fully 
_ hardware programmed joystick interface for ZX81 or 

Spectrum... £24.95 + £1.00 p & p. 


★ Interface II — The best low-cost introduction to 
joystick control for ZX81 or Spectrum... £9.95 + 

£0.50 p & p. 

HEW: ★ RomSIot — Adds ROM cartridge software 
facility to Spectrum programmable joystick interface 
owners... £9.95 + £0.50 p Si p. 

★ Quickshot Joystick — Excellent value game controller 
.. £7.95 -I- £0.50 p S p 

★ Quickshot II — Trigger action firing button and unique 
Auto-Fire... £10.50 + £0.50 p S. p 

★ Extra “CustomCards” C5 per pack)... £3.95 inc p S p 

★ Extra “Quick Reference Programming Cards” CIO per 
pack] ... £0.65 inc p Si p 

SMB H MM MB i^M SMB M 

f Please send me... 

I enclose cheque for. q 

debit my Access/Barclay/Diners Card joj 

Account No.Signature. 

Name. 


Address. 


Specify computer ZX 81 □ 
Spectrum □ 

Send to: AGF Hardware 
26 Van Gogh Place 
Bognor Regis 
West Sussex 
Tel: 0243 823337 


atef 























SIMON SIMON SIMON SIMON 


CONTINUED 

FROM 

P-83 


ER 1; " ";AT 13,13;" BEEP a, 

3 PRINT AT 12 ,13; PRPER 0; BRIG 
HT 0;**O“;BT I3,13;"\S" 

6137 IP i$ = “4." THEN PRINT RT 12,- 

15; INK 0; PRPER 4; BRIGHT 1; OU 
ER 1; “ ";RT 13,15;" BEEP a, 

4- PRINT RT 12,15, PRPER 0; BRIG 
HT 0; INK 4;** / "; RT 13,15; " ■* " 

6138 GO TO 6130 

8140 PRINT RT 15,13; INK 7; PRPE 
R 0, OUER 1;" GO S 

US 6500 

6150 PRINT RT 17,0; INK 6;" If y 
ou get into di ficuUies youcan p 
ress Key "c~-Cclue or cheaU-this 
will then play the s\yundz hut n 
ot print the colours.”: GO SUB 6 


500 

6155 PRINT RT 19,7; INK 6;"G O O 
D L U C K «": GO SUB 6500: RET 
URN 

8160 GO SUB 6500: RETURN 

6500 DIM y$(128) : LET z$=" -= <PRE 

SS RNY KEY TO COMTINUE! 

6510 PRINT #0;RT 1,0; INK 1; PRP 

ER 7; BRIGHT l;z*: PRINT RT 2,0; 

INK RND*4-+4-; PRPER 0; OVER i;y$ 
8520 LET Z*=Z$<2 TO ) : IE 

INKEY $ <>“" THEN POKE 23606,0 . GO 
TO 6550 

6530 GO TO 6510 

6550 INPUT ; FOR f =7 TO 0 STE 

P -1: FOR g=Z TO 21. PRINT RT g, 
0; INK f; PAPER 0; OUER 1." 


•* : BE 

EP . 002 , g + f . NEXT g : BEEP .02,94- 

f: NEXT f 

6560 FOR f=Z TO 21. PRINT RT f.0 


”: NEXT f 
6570 RETURN 
scjag stop 

7000 CL5 : PRINT RT 2.4; INK 4; 

BRIGHT 1; 


5 ZMEJN 



179OPR I NT TAB (A 7.,07.) ; CHRTR7; CHRT 141; WT 

1BOONEXT 

lBlOENDPROC 

1820: 

1 030: 

184ODER PROCintro 
1850RESTORE 1970 
1860REPEAT 
187OREAD WT 

1880IF WT= "NP" OR WT="END" THEN 1920 

189 ORE AD L7- 

1900PR0Cw(WT,L7> 


7010 PRINT INK 5; * “ Anthony u 

Shaw 27.04:84" 

7015 LET s$="weUui» ttouui s (i i ) 
mon": PAUSE 110. LET 5$="riten b 
i ii) an tun tee} j (ayisz ishi (or) " 
PAUSE 150 

7020 DIM q**2,ll>: LET q*tl)=*£>D 
you want": LET q$(2)fuctions 
■?": LET o$ = " the in St" 

7030 FOR f=l± TO 1 STEP -1: PRIN 
T RT 10,0;q$(l,f TO >;RT 10,19+f 
;q$ (2, TO ll-f);AT 9+f,11;o$;RT 
10 + f, 11; " BEEP . l,f: 

NEXT f 

7040 FOR f =0 TO 12: PRINT RT 12, 
f; INK 3;" Cy/n3": BEEP .005,f: 
NEXT f 

7045 LET 5 £ 1 :» tub) ‘dd> y i suu > l ( 
ii)K (dth) (eel in s t r u t cKf (ch)onz 

7046 PAUSE 165: LET 5$=''ans(er) 
(yy)es (or) n(oo)“: pause 100 
7050 PRINT RT 2,4. INK RND+4+4; 

— BZP 1 DN 



sSSw HLU t utlE 3«1 ki : FOR f =U 5 R "a" 

TO U5R “q“—1: READ a. POKE f,a: 

NEXT f: RETURN 

0010 DRTR BIN 0000.BIN 0000.BIN 
0001,BIN 0011,BIN ©110.BIN 1110, 
SIN 0000,BIN 0000.BIN 00©0,BIN 0 
000,BIN 0000,BIN ©000.BIN 0000,B 
IN 1111,BIN 1111.BIN 000© 

9015 DRTR BIN 000©,BIN 11000000, 
a, a, a, a, a,a .a,a,a, a,a, BIN 111100 
00,BIN 11110000,0 

9020 DRTR BIN 0000,BIN 0011,BIN 
0011,BIN 0100,BIN 1100,BIN 1000, 
SIN 0000,BIN 0000,BIN 0001.BIN 0 
Oil,BIN 0110,BIN 1100,BIN 1100,B 
IN 1111,BIN 1111,BIN 000© 

9025 DRTR BIN 0000.BIN 11OO0000, 
BIN 11000000,BIN 00100000,BIN 0© 
100000,BIN 00100000,BIN 01100000 
,BIN 11000000,BIN 1O000000.BIN 0 
000,BIN 0000,BIN 0000,BIN 0000. B 
IN 11110000.BIN 11110000.BIN 000 
0 

9030 DHTH BIN 0000,SIN 0011,BIN 
0011,BIN 0100,BIN 1100,BIN 1000, 
BIN 0000,BIN 0011.BIN 0011,BIN 0 
000,BIN 1000,BIN 1100.BIN 0100,B 
IN ©Oil,BIN 0011,BIN 000© 

9035 DRTR BIN 0000.BIN 11000000, 
SIN 11000000,BIN 00100000,BIN 00 
100000,BIN 00100000,BIN 01000000 
,BIN 10000000,BIN 10000000,BIN 0 
1000000,BIN 00100000,BIN 0010000 
0 ,• B IN 00100000, BIN 11000000, BIN 
11000000,BIN 0000 

9040 DRTR BIN 0000.BIN ©©01.BIN 
0011,BIN 0110,BIN 1100,BIN il©0, 
BIN 1100,BIN 1100,BIN 1100,BIN 1 
100,BIN 1111,BIN 1111,BIN 0000,B 
IN 0000,BIN 0000,BIN ©000 
9045 DRTR BIN 00000000,BIN 10000 
00©,BIN 000©,BIN ©000,BIN 0000,B 
IN 0000,BIN 0000,BIN 0000,BIN 11 
000000,BIN 11000000,BIN 11110000 
,BIN 11110000,BIN 11000000,BIN 1 
1000000,BIN 11000000,BIN 0000 
9999 REM 

USER DEFINED GRAPHICS 


1910UNTIL 0 

1920IF WT="NP" THEN PROCw(CHRT136 H"Pres 
5 any key to continue" ,23) : A~GETs CL 8 
1930UNTIL WT="END" 

1940ENDPR0C 
1950: 
i960: 

1970DATA Bomber,38,======,40,by,43,Jam© 

s M cr. P h 0 r s o n , 4 7 , ’ 1 N P *' 

1980D A T A " V ou are i. n an a i r craft, which 
is" , 5 , " f 1 y i n g i n a n 0 v 0 r n a r r o w :i n g t u n n 
el - " ,6 

1990DATA "BOMBER",31,"You have to contr 
o 1 the craft." ,S, "to a v o i d h i tt i n g t. h © r o 
ck 5 above", 9,"and b©1ow you.", 10,"Add©d 
to your probiem 0 is the 'fact",13,"that y 
ou f u ©1 is run ning out 1 ' ,14,"and t h © only 
way to gain more",15 

2000DATA "fuel is to destroy fuel dumps 
( > " , 1 . 6 , "on the ground. " , 17 , "NP" 

2010DATA "CONTROLS ",36,"Z.1 ©ft ", 

10 , " X . . . . .. r i gh t. " , 12 , " *.up " , 14 , " ?» 

_down ",16,"<SHIFT>...fire",18,"NP"," 

END" 

2020 s 
2030: 

2040D E F P R 0 C h i s c o r © s 
2050UNTIL 1 

20601F SC7.< 87. < 10) THEN GO TO 2240 
2070P LACE 52 0 
2080F0R 07“ 1 TO 10 

20901F SC7. >87. < 07 ) THEN PLACE=G"/.: 07> 1 0 
2100NEXT 
211 0CLS 

2120PR'0Cw < "Congr at u 1 at i ons ! ! " , 41) 

21 SOPROCw ( " You ar© " +STRT < PI....ACE) ' " out 
of 10",44) 

2.14 0 P R 0 C w ( " P1 © as© p u t. i n y o u r name" ,4 7) 
2150PRINT TAD <10 , 21)5 
2160 -» F X 15 0 
2170INPUT NT 

218 OF OR 07.=9 TO PLACE STEP -1 
219097. (07 .1 1 ) “ST. <07.) 

2200NT (07.1 1 ) “NT (07.) 

221ONEXT 

2220NT(PLACE)“NT- 
223087 ( PLACE) *-=SC7 
2240CLS 

22SOPROCw("Hi scores",30) 

2260FOR 07.=2 TO 1 1 

2270PRINT TAB(0,07*2 1);CHRT(12S+RND(7> 
) 5 07. 1 ; T AB (12) ; 87. (07 1 ) 


228 OPR I NT T AB ( 23 ,07*: 



R 

= j 

B = 

. c = 

1 

D = L 

2290NEX1 


E 

= / 

F = 

i G = 

y 

H = _ 

2300PR'0Cw < " Pr ess an y 


I 

= / 

J = 

\ K = 

> 

II 

J 

3) 


M 

= { 

N = 

*■ O = 


P = * 

2::?10*FX15 0 

2320A=GET 

RC 


4 EG 

= O 

IK = 

0 

MO = / 

2330ENDPR0C 

3D 


1 FH 

= L 

JL = 

0 

NP = H- 



1);NT(Q71) 
k©y t.o continue" ,2 


THE END 











































COMPLETE GAME 


The 
ofDarkb 
awaits in 
Tower 




iwu 

the 


CAN YOU MATCH 
■ HIS POWER. 

STRENGTH & SKILL? 
I«j ^ Will the Dice be in 

your favour? 

Have you the magic 
potion, dexterity, and 
courage you need? 


w ^ ^ " 228.75 GIVES YOUR COMPUTER EYES! 

Available for: CBM 64, VIC 20, BBC/B, ATARI 


SLR 

IS TACK LIGHT R IFLEJ 


THE 


JUST TWO OF THE EXCITING 
PRODUCTS IN THE STACK 100 RANGE 


Available for the CBM 64, VIC-20 and 48K 
Sinclair Spectrum, this quality rifle comes 
complete with three exciting games and 
connects to your computer with 12 feet of 
cable. The SLR puts you in a different 
league. 


£ 29.95 


STACK 

100 

RANGE 


Please send me a Free brochure, price list and 
the address of my nearest stockist. 

Name. 

Address. 


CBM 64 Accessories 

Cartridges 

HELP - over 20 extra commands, disassembler and 
machine code monitor, DOS £28.75 
SUPERHELP - as HELP’ but with a comprehensive 
2 pass assembler £40.25 

ARROW - loads and saves a 32K program faster than 
a 1541 disk drive (use with 1530/C2N cassette deck) 

£33.35 

ARROW PLUS - as ARROW’ but with a 
comprehensive 6502 assembler £44.85 

4-SLOT MOTHERBOARD - (switched) £33.35 
and a full range of printer interfaces. 


STACK 1OO 

CUSTOMER INFORMATION CENTRE 

290-298 Derby Road. Bootle. Liverpool L20 8LN 
Trade Enquiries: 051-933 5511 ask for Trade Sales 


All prices are inclusive of VAT and delivery. 













































































SHARDS SOFTWARE PRESENTS 

AN EPIC TWO CASSETTE FAMILY ADVENTURE IN FOUR PARTI 


^ i 

{A. THE SEARCHING ,( 

_J 


, QUP -^:em£ sT ' h, ‘ N '_-— __ — -- * 



THE PETTIGREW CHRONICLE 






Selected available now at all good stockists or in mailorder 

Stores from SHARDS SOFTWARE Royeraft House Linton Road Barking Essex 

(send eheque/PO) OR Telephone through your Acecss/Yisa order to 01-591 7()(>() 















































































RTS 


bubble bus so 




CAVE FIGHTER 


STRIKE FORCE 


FLYING FEATHERS 


HUSTLER 


CBM 64 Tape £6.99 
Spectrum Tape £6.99 
MSX Tape £6.99 


EXTERMINATOR 


WIDOWS REVENGE 


THE CATCH 


WORD WIZARD 


QUIZZER 


CBM 64 Tape £6.99 


CBM 64 Tape £6.99 




QUADRILLION 

CBM 64 Disk £14.95 

Word Wizard, Label Printer, 
Poster Printer and Advertiser 
all on one Disk. 



WHSMITHfc 


WOOLWORTH 



LABEL PRINTER 


Top quality programs available 
from all good retail outlets or direct from: 

Bubble Bus Software 
87 High Street 
Tonbridge 
Kent TN9 1RX 
Telephone: 0732 355962 
Telex: 95151 




CBM 64 Tape £6.99 


PRINT SPECIAL 
LARGE 

CHARACTERS 


CBM 64 Tape £6.99 
















































ADVERTISEMENT INDEX 


Abacus.73 

Abbex.103 

Activision .17,31 

Addictive.105 

AGF.115 

Alligata.81 

Anirog.63 

Automata.13 

Beyond Software.58 

BlueChip.2 

Bubble Bus.119 

Cascade.105 

CGL.101 

Commodore.32,33,55 

Consumer Electronics.49 

Creative Sparks.19,21,23 

Currah. Cover 3 

Discount Computer.67 

Domark.7 

Duckworth.70 

Euromax.19 

Front Runner (K-TEL).25,37 

4th Dimension.96 

Games Workshop.72 

Gargoyle.94 

Hill MacGibbon.36 

Flutchinson (Lone Wolf).28,29 

Icon.57 


Legend.110,111 

Lothlorien.80 

Microdeal. Cover 4 

Micromania.45 

MLS.86 

Mr. Micro.66 

PGSL.120 

Print N Plotter.106 

Proteus.117 

Quicksilva.38 

Ram Electronics.71 

Ramjam Co.10 

Romik. Cover 2 

R&R.44 

Shards.118 

Silica Shop.87 

Silicon Joy.107 

Software Club.8,9 

Software Index.102 

Solar Software.62 

Stack Computers.117 

System 3.18 

Talent.97 

Tandy.43 

Tom Mix Software.114 

Ultimate.50,51 

Video Offer (ChrisTarrant).102 

Whitehouse Retail.120 


PGSL 

P P 

G c 

49 Knightswood 

0 P ^ G 
P G 

s s 1 

St Johns, Woking 

G S 

L 

Surrey GU21 3PU 

s 5 

L L 

OVER 500 PROGRAMS L 


ALL AT SUPER SAVER PRICES! 


AT LEAST 



10% OFF ANY PROGRAM 


SELECTION 



1 Tornado Low Level (Spec) 

£5.95 

£5.00 

2 Tales of the Arabian Nights (CBM) 

£7.00 

£6.00 

3 Sabre Wulf (Spec) 

£9.95 

£8.50 

4 Bumping Buggies (CBM) 

£6.99 

£6.00 

5 Full Throttle (Spec) 

£6.95 

£6.25 

6 Daly Thomsons Decathlon (CBM) 

£7.90 

£7.00 

7 World Cup (Spec) 

£6.95 

£6.00 

8 Wimbledon 64 (CBM) 

£7.95 

£7.15 

9 Worse Things Happen at Sea (Spec) 

£5.95 

£5.35 

10 Percy the Potty Penguin (CBM) 

£7.95 

£7.15 


We also stock over 500 programs for most other machines 
Send large SAE (A4 size) for a catalogue 

HARDWARE 

Most printers available at excellent discounted prices 
plus disc drives, monitors etc . . . 


ORDER FORM: Tick the program number required 
ID 2D 3D 4D 5D 6D 7D 8D 9D 10D 
I enclose cheque/PO payable to PGSL for£ 

NAME 


ADDRESS 


Post to PGSL, 49 Knightswood, St Johns, Woking, Surrey GU213PU k 11 


SOFTWARE ACTION AT 
LOW LOW PRICES. 


FROM WHITEHOUSE RETAIL 
ALL PRICES INCLUDE V.A.T. & P.&P. 



SPEC 

COM 64 

ATARI 

ELECT 

BBC 

DALEY THOMPSON’S DECATHLON - 
OCEAN 

5.80 

6.50 




BEACH HEAD-U.S. GOLD 

6.70 

8.50 




SABRE WULF-ULTIMATE 

8.30 




JET SET WILLY - SOFTWARE PROJECTS _ 
TORNADO LOW LEVEL-VORTEX 

5.20 

5.20 

6.50 




STRIP POKER-U.S. GOLD 

7.40 




ARABIAN NIGHTS-INTERCEPTOR 


5.85 




AZTEC CHALLENGE - U.S. GOLD 


7.60 

7.60 



PSYTRON-BEYOND 

6.50 



VALHALLA-LEGEND 

11.15 

11.15 




HIGH NOON-OCEAN 

5.80 

5.80 




WAR OETHE WORLDS—C.R.L. 

6.50 




BLUETHUNDER-R. WILCOX 

5.20 

5.85 

7.80 



MANIC MINER-SOFTWARE PROJECTS_ 

GUARDIAN - ALLIGATA 

5.20 

6.50 

6.50 

6.50 


CAVELON-OCEAN 

5.20 

5.80 



MICROOLYMPICS-DATABASE 

5.20 

5.20 


5.20 

5.20 

EIJLLTHROTTLE —MIOROMEGA 

6.20 


SOLO FLIGHT—U.S. GOLD 

11.80 

11.80 



SNOKIE —U.S. GOLD 


8.50 

8.50 



DARE DEVIL DENNIS-VISIONS 


5.85 

6.50 

6.10 





WHITEHOUSE RETAIL 
PO BOX 15, BRAMHALL, CHESHIRE SK7 1PT 

NAME_ 

ADDRESS_ t _ 


GAMES_ 

CHEQUE/P.O. PAY WHITEHOUSE RETAILE_MACHINE 

CATALOGUE ONLY SENDS. A. E_ 




























































































































Integrated Forth, Assembler 
and Debug fgr'ZT Spectrum 




Another *&dical new concept in add-ons from CURRAH 


Next month CURRAH launch fJL SOURCE, their dbst / 
advanced product yet. /^SOURCE lets youJfcrlte/ 
and use Assembler or FORTH In BASIC llnes^o you 
can run these advanced languages by thejjKelves br 
even integrate' them into BASIC programs. 

jUSOURCE gives you the ability to write ultra-fast, 
highly compact programs which u|* the powers of 
all three languages, yet Is so user-|nendly that even 
a novice will be using it in minutes! Add advanced 
features like a full Debug, so you can easily correct 


your programs, and at £44.50 you can give your 
Spectrum on-board programming power only 
found on more expensive machines. 

Send in now for an advance information pack 
to: CURRAH, Hollymount, Hartlepool TS26 OHA. 


Cl 

J R 

R_ 
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: >vSSrr 

* % Olde M an , Gnpfuc s 


na ^rice 

MAPS&c 

,pet too l 0st 
^ n otfie r 9m 


Dealers Contact 

MICRODEAL DISTRIBUTION 
0726-73456 

1 or WEBSTERS SOFTWARE 

> - , 0483 62222 


Mail Order Sales from 
Microdeal Mail Order 41 Truro Rd. 
St. Austell Cornwall PL25 5JE 

Credit Card Sales £3 “I B . 
Phone 0726 73456 / :v _ - —( 


Our intrepid 
hero’s BACK. 

In his iatest action 
packed adventure! 


Selected Microdeal Titles available from computer dealers nationwide or from larger branches of 


and 

Stores 















Dealers Contact 

MICRODEAL DISTRIBUTION 
0726-73456 

i or WEBSTERS SOFTWARE 
% - N ^ ^ 0483 62222 


Australia $1.70. 
New Zealand $2.00. 


>m computer dealers nationwide or from larger branches ot 


Menztes 


Stores 












